Chris and Sheva: Screw the 
horror—this time it's WAR! 


RESIDENT 


EVIL 


The shocking new face of horror 
is revealed in exquisite detail 


датерго.сот (! А GamePro Media Publication 
/ 


In WWE, the only person you can rely on, other than yourself, is your 
partner. You have each other’s backs, and together, you can 
accomplish more than you ever could on your own. 


New Tag Team Gameplay: 
Anew way to play with high-impact double team 
moves and new bone-crunching tag team finishers. 


Create a Finisher: 
An innovative user interface lets you design the 
most devastating finisher moves ever. 


New Inferno Match: 
One of WWE's most hardcore match types lets 
you drag your opponent into the flames. 


Blood 
Mild Language 

Suggestive Themes 
Violence 
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AI WWE programming, talent names, images, likenesses, slogans, wrestling moves, trademarks, logos and copyrights are the exclusive property of World Wrestling Entertainment, Inc. and its subsidiaries. All other trademarks, logos 
and copyrights are the property of their respective owners. © 2008 World Wrestling Entertainment, Inc. All Rights Reserved. 


© 2008 THQWJAKKS Pacific, LLC, Used under exclusive license by THQUAKKS Pacific, LLC. JAKKS Pacific and the JAKKS Pacific logo are trademarks of JAKKS Pacific, Inc. Developed by YUKE'S Co., Ltd. YUKE'S Co., Ltd. and its logo are 
trademarks and/or registered trademarks of YUKE'S Co., Ltd. GameSpy and the "Powered by GameSpy" design are trademarks of GameSpy Industries, Inc. All rights reserved. THQ and the THQ logo are trademarks and/or registered 
trademarks of THQ Inc. All Rights Reserved. © 2007 by GameStop”. All rights reserved. GameStop is a registered trademark of GameStop, Inc. "Power to the Players" is a trademark of Elbo Inc. All other trademarks, logos and copyrights are 
property of their respective owners. "PlayStation", "PLAYSTATION", "PS" Family logo and “PSP” are registered trademarks of Sony Computer Entertainment Inc. PSP® system — Memory Stick Duo™ may be required (sold separately). 
Microsoft, Xbox, Xbox 360, Xbox LIVE, and the Xbox logos are trademarks of the Microsoft group of companies and are used under license {rom Microsoft. Wii and Nintendo DS are trademarks of Nintendo. © 2006 Nintendo. ©2008 AT&T 
Intellectual Property. All rights reserved. AT&T, AT&T logo marks contained herein are trademarks of AT&T Intellectual Property. The ratings icon is a registered trademark of the Entertainment Software Association. 
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GAMEPRO 


Killer crocs, tentacle-sprouting 
dogs, and other unspeakable 
horror lurk in our definitive, ex- 
clusive report on Resident Evil 5. 
Can you survive? 


Outbreak! Capcom Comeback M 

Fresh zombie games for 2009, and Street Fighter IV, Dark Void, and Bi 
a shocking interview with the cre- onic Commando prepare to rock 
ator of legendary zombie comic The 2009 in GamePro's special report. 
Walking Dead. 


8 BradyGames Strategy: Gears of War 2 
An sample from the full-length BradyGames strategy guide on 
Gears of War 2. Here, we take you through Chapter 1: Welcome 

валоувамсв to Delta, with expert tips and tactics. 
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17 Opening Shots 8 


Feedback 86 


=} 


Developer Quantic Dream (Indigo 
Prophecy) and Sony present a new 
thriller for the PS3 that redefines 
open-ended action games. 


BioShock and Call of Duty 4 made the 
list, but more retro shooters are here 
than you might think! 


Sneak Previews 26 


BioShock (PS3)...... 
Patapon 2: Don Chaka (PSP). 
Resistance: Retribution (PSP) . 
Shin Megami Tensei: Persona 4 (PS2 
Skate 2 (PS3, Xbox 360). 


Tekken 6: Bloodline Rebellion 
(PS3, Xbox 360)..... 


Can't decide which rocker to get? 
GamePro editor Travis Moses breaks 
down every last instrument in both 
popular games. 


LocoRoco 2 for the PSP is so ridicu- 
lously cute that your just head might 
explode...really! 4 


Reviews 


Call of Duty: World at War (Xbox 360)... 
Fable Il (Xbox 360)...... 

Guitar Hero: On Tour Decades (05). 
Guitar Hero World Tour (PS3, Xbox 360) 
The Last Remnant (Xbox 360).... 
Mirror's Edge (Xbox 360). 
Prince of Persia (Xbox 360 
Resistance 2 (PS3)...... 
Tomb Raider: Underworld (PS3, Xbox 360). 


Parting S 


It's hard to believe that the holiday 
season is coming to an end and we're 
already staring into 2009. Usually 
that means a lull in game releases 
until the spring...but that's far from 
the case in this New Year. And this 
month's cover is a perfect example 
of why your consoles won't be get- 
ting a rest any time soon. Resident 
Evil 5 is just around the corner, and 
on page 36, we take you through a 
trio of never-before-seen locations 
of ridiculous cooperative action with 
Chris and Sheva, slaying loads of 
undead villagers, vicious dogs, and 
even snapping crocodiles. 

But as much as we basked in the 
horrific African setting of Resident 
Evil 5, there was almost no pulling 
us away from the hours we spent 
with Street Fighter IV, also primed for 
early 2009. On page 52, we officially 
reveal two brand new characters (to 
SFIV, that is)—Street Fighter return- 
ees Cammy and Gen—and drop lots 


of brand new Street Fighter good- 


ness. We're legitimately addicted, 
and it's only a matter of time before 
you will be too. See you in 2009! 
Chris Morell 


Senior Editor 
cmorell@gamepro.com 
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Wii Û &лмЕыһзг INTENDS 


In inFamous, you play as Cole who has the power of electricity at the tips of his fingers. But Cole can also navigate the 
open-world of Empire City with the speed and agility of Spider-Man, climbing street lights and skating across buildings. 


INFAMOUS r 


Wii SPoRTS RESORT DC UNIVERSE ONLINE 


Work together in a cooperative campaign to take down the newest zombie 
threat. Best game of 2009? Zombie fans already know the answer. 


RESIDENT EVIL 5 


| | 
эрк, : a Р 
You must protect these Derrick trucks from the Locust onslaught. Derrick trucks house | 


the grindlifts that will shoot you deep underground into the heart of the Locust horde. 


GEARS OF WAR 2 


LITTLEBIGPLANET 


Hie 


These goons look more like misdemeanor thugs than sociopaths. What are they doing at Arkham Asylum for the 
Criminally Insane? A fire at Blackgate Penitentiary had all of the Joker's men transferred. Coincidence? | think not. 


BATMAN: ARKHAM ASYLUM > 


STARCRAFT II F.E.A.R. 2: PROJECT ORIGIN 


EVERYWHERE JUST GOT BETTER 


You can hail a cab or you can catch a trolley, 
but there’s really only one way to get from the 
- Embarcadero to the Sunset and anywhere in 
between. And that’s with a brand-new PSP®-3000 
system in your hand. Designed around the biggest 
» and brightest widescreen display you can fit in 
your pocket, there’s simply no other mobile device 
that even comes close. Which makes it perfect for 
playing the best games and biggest movies. There 
aren't many ways to improve San Francisco. But a 
PSP system makes anywhere better. 


Accu. 


PlayStation.Portable PLAYSTATION Network 


Crisis Core - Final Fantasy VII - 


Mood! full 


à Es E 1 3 PRODUCTS RANGE FROM |" 
= = Ў ~ | EVERYONE 10+ To TEEN 


*MADWORLD DARK VOID Р: 


Killzone 2's multiplayer will be first to integrate a full-featured clan system accessible from the in-game menus, 
which allow you to start a clan, schedule regular clan matchs and tournaments, and even gamble Valor points. 


KILLZONE 2 


HEAVY RAIN 


“One of the most compelling third-party 
games to hit Nintendó's/console" - IGN 


P CREATURES 


Enter a liostile'world.as you take control of two of the 
deserts:most'dangerous:creatures: the stealthy Tarantula 
and the venomous Scorpion. 


Fight for survival against fierce predators as you unearth a 
Sinister tale of greed buried in the Sonoran Desert. 


Battle Fearsome 
Predators 
iA Featuring 
Billy Bob Thornton and Dennis Hopper 


Alcohol Reference өө 08 
= Wil 262,08) ÇJ =ош 


Mild Language 


Violence ©2008 THQ Inc. Developed by Rainbow Studios. Deadly Creatures, Rainbow Studios, THQ and their respective logos are trademarks and/or registered trademarks of THQ Inc. 
All rights reserved. All other trademarks, logos and copyrights are the property of their respective owners. Wii and the Wii logo are trademarks of Nintendo. © 2006 Nintendo. 


In addition to piloting vehicles with up to four friends, you will 
also be able to outfit or customize vehicles for combat purposes. 


BORDERLANDS 


THE SIMs 3 


Become the hero you've always admired—or 
the villain you've always feared—in Fable ||. 


“FABLE II; 
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Cartoon Violence 
Partial Nudity 
Suggestive Themes 2, Dragon Ball GT, and all logos, character names and distinctive pue hereof are trademarks т TOEI Animation. ОЙ) ву NAMCO 


Games Inc. Marketed and distributed by Atari, Inc. New York, N.Y. Atari and the Atari logo are trademarks owned by Atari Interactive, Inc. The ESRB rating icons are registered trademarks of the 
Entertainment Software Association. All other trademarks are the property of their respective owners, 
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www.decasports.com 
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SPAWN POINT isn тин 


Rock Band vs. Guitar Него... Page 18 
The 7 Best Shooters ... Page 20 


GAMES. GOSSIP. GEAR. gosse cem 


Know Your: Holiday Gift Givers . .. Page 24 


Heavy Rain is difficult to describe because it's not a typical gaming experi- 
ence. Think of this upcoming PlayStation 3 game as a murder thriller, equal 
parts movie and video game. In Heavy Rain, nothing is set in stone. Every sus- 
penseful move you make with the lead character, and unnamed female jour- 
nalist, is completely on the fly, with the plot unfolding under your direction. 
And that means no one person will play exactly the same way. 

If you're a sucker for lavish graphics and cinematic camera styles, Heavy 
Rain has both in spades. The makers of Indigo Prophecy are intent on creating 
an experience that is unmatched in console gaming, and so far, they're on the 
right track. Whether Heavy Rain shatters video game conventions once and 
for all is up for debate, but its mastery of mood, camerawork, and visual real- 
ism make it an absolute must-watch for all PS3 owners. 
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D Guitar Hero World Tour's axe has more 
[5 new features than all of the previous 
5 guitars in the series combined, the 

most notable being the move to wire- 

||| less on the Xbox 360. No more cords to 
| tangle or trip over. A new set of touch- 
sensitive buttons have been added just 
below the normal five fret buttons, 
which allow players to play notes via 
“tap strumming” much like the slap- 
E bass method used by real musicians. 


\ о 


Simple yet effective, the micro- 
phone in World Tour is lightweight 
and sounds great. Unfortunately, it 

в remains wired due їо latency issues 
and technical limitations. 


Nyko Metal Pedal 
$19.99 
This heavy-duty drum pedal provides 
maximum durability and sports a unique 
hard rock design. Unless you tape down 
the standard bass drum pedal that comes 
with World Tour, it's going to slide away 
while you play. But not Nyko's Metal Pedal. 
A wide base and strategically placed rub- 


DRUMS 


Obviously the newest and most welcome 
addition to the Guitar Hero family of instru- 
ments. The six-piece drum kit is wireless, ad- 
justable, and velocity-sensitive, which means 
the harder you hit a pad, the louder the sound. 
World Tour's drum kit features a snare pad, 
ber feet keep the Metal Pedal firmly in two toms, adjustable cymbals, and a bass 
place. The Metal Pedal also plays nice with drum pedal. Check out our full review of World 
Rock Band. Tour on page 83 of this issue. 
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So you want to rock out, but can't decide 
between Guitar Hero World Tour and Rock 
Band 2. Here's an easy-to-read list of what 
instruments come with each packaged 
game, and additional peripherals that will 
enhance your experience.—Travis Moses 


GUI 


The nice thing about Rock Band 2 is that all of 


RUMS 


Mad Catz Rock Band МС. 
$59.99 

Make navigating in-game menus a breeze with 
the official Mad Catz Rock Band microphone. 
No more switching between mic and control- 
ler to sing your favorite songs. The Mad Catz 
microphone features a premium-quality soft- 
touch rubber finish, so it's comfortable to hold 
throughout long setlists, and comes com- 
plete with an integrated controller. And don't 
worry about pressing random buttons while 
playing—a special lock/unlock switch helps 
prevent accidental button presses. 


the instruments from last year's game cross- 
over and work properly. That means you don't 
have to pay for new equipment to play the 
game, and get double the song library from 
the start. If you do have the itch to spend, think 
twice before investing in Rock Band 2'5 instru- 
ments—the differences are purely aesthetic 
(though the Xbox 360 version does go wire- 
less this time around). Here you can see the 
guitar body is now a sunburst finish and the 
neck is wood grain. 


MI 


Harmonix built a sturdy and user friendly 
drum kit on the first try. "From the intuitive 
use of a simple four-pad setup to the surpris- 
ing accuracy of the bass drum pedal, every- 
thing about the drum kit just feels right," said 
GamePro reviewer Andy Burt of the first drum 
kit. So why fix what isn't broken? One obvious 
improvement lies in the bass pedal, where a 
steel reinforcement has been installed to pre- 
vent the pedal from snapping in half. 


It's a wired microphone. You put it up to your 
mouth and sing into. GamePro's keen sense 
of hearing detects higher-quality sound, and 
the cord feels sturdier so you can twirl the mic 
around like Roger Daltrey from The Who. 


Ooo — 
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SPAWN POINT 


irst-Perso 


hooter 


Shooters are a dime a dozen these days, but everyone should play, or at least know, 
the cream of the crop. These seven first-person shooters withstand the test of time. 


HALF-LIFE 2 

Rise and shine, Mister Freeman. It's tough to find a game more spell-binding 
than Half-Life 2. From the moment you're riding that train into the grim future 
of City 17 to the instance good ol' Barney tosses you your trademark crowbar, 
gamers everywhere know that they're in for one hell of a ride. 


CALL or Duty 4: MODERN WARFARE 

Modern Warfare grabbed the hearts and minds of gamers worldwide in late 
2007, becoming a bona fide phenomenon almost overnight. Updating the 
already prestigious Call of Duty series with a new modern setting, Call of 
Duty 4 pumped vitality into both its single-player campaign and its pulse- 
pounding multiplayer modes. 


Doom | 

When a game tells you to leap head first into the depths of Hell, guns blazing, 
you don't ask questions; you point your BFG-9000 at the closest Cacodemon 
and let 'er rip. Revolutionary for its time, and still an absolute blast to play to 
this day, Doom |! set new standards for what to expect from a shooter, not to 
mention helping pave the way for the FPS genre in general. 


BioSHOCK 

A collective gasp spread throughout the gaming community the first time 
casual gamers and jaded critics alike laid eyes on the underwater dystopia 
of Rapture. Featuring one of the most engaging premises in a video game 
to date, BioShock was more of an experience than it was a game. With 
smart, scary gameplay and a refreshingly mature story line, it marked a 
significant turning point in the game industry, tearing asunder any stereo- 
types thatthis was a children's medium or a passing mainstream fad. Truly 
a modern classic. 


Duke NukEM 3D 

Take equal parts Ash from the Evil Deadfilms and Rowdy Roddy Piper from 
the cult classic They Live, sprinkle a myriad of pop culture references lay- 
ered with clever puzzles and fast-paced gameplay, and you've got Duke 
Nukem 3D in all its glory. This game, for its time, was revelatory because it 
imbued its environments with never-before-seen levels of interactivity. The 
graphics haven't aged particularly well, but the gameplay and interactivity 
are still unmatched. 


GOLDENEYE 007 

Who doesn’t remember crowding around а television in the dark, eyes red and 
drooping from exhaustion, hands aching and cramped around a Nintendo 64 
controller as you mutter to your friends, "One more round!” GoldenEye was a 
simply exquisite title on all fronts and is still regarded as a crowning achieve- 
ment in multiplayer gaming. Without GoldenEye, Halo simply wouldn't exist. 


QUAKE Il 

The first Quake was a muddled affair, а hodgepodge of disparate design ele- 
ments and simplistic, Doom-styled combat. Quake II turned that formula on 
its head by crafting a believable, integrated world. You no longer blasted ran- 
dom monsters in non-descript brown castles; in Quake |, the story line pitted 
the human race against an overwhelming assault by a race of cannibalistic cy- 
borgs. But Quake II’s true legacy was its visionary approach to online gaming. 
With a wide array of mods, maps, clans, and user-generated content, Ouake 
Il was the multiplayer template that helped later forge online-focused games 
such as Halo and Gears of War. 
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Presents: 
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RECHARGED 


LITTLEBIGPLANET RECALL 


Shortly after shipping LittleBigPlanet to re- 
tail outlets, Sony issued a worldwide recall 
of the heavily hyped title when it realized 
that a piece of background music contained 
two expressions from Islamic holy book, 
the Qur'an. 

THE VERDICT: Because bloody-minded ter- 
rorists are going to lay down their arms and 
stop baying for the blood of the infidels be- 
cause Sackboy's soundtrack changed. It's 
called a spine, Sony. Grow one. 


NINTENDO UNvEILS DSi 

Only two years after releasing the DS lite 
redesign, Nintendo revealed another re- 
vamp that boasts slightly larger and 
brighter screens, a digital camera, an SD 
slot, and axes backward compatibility with 
the Game Boy Advance. 

THE VERDICT: While we're happy Ninten- 
do's doing more than just trumpeting a new 
color of plastic, we'd rather see a true suc- 
cessor to the DS than another retread. 


WARHAMMER MMO 

BREAKS RECORDS 

Electronic Arts claimed Warhammer: Age 
of Reckoning is the fastest-growing MMO 
of all time after it scored over half a million 
players in its first week of release. 

THE VERDICT: While those early numbers 
make for a good press release, and indicate 
there are plenty of online gamers ready to 
venture outside the World of Warcraft, the 
real achievement will be retaining those 
players in the months and years to come. 


EA SIGNS ZACK SNYDER 

The director of 300 and the upcoming liti- 
gation-plagued Watchmen movie will work 
with Electronic Arts's Los Angeles studio to 
develop three unnamed video games. 

THE VERDICT: Such deals are exciting to 
contemplate, but actual involvement often 
ranges from "enthusiastic project lead" to 
"occasional provider of scribbled-on cock- 
tail napkins." Keep your fingers crossed. 


BARACK OBAMA ADVERTISES 

IN VIDEO GAMES 

President-elect Barack Obama graced ad 
space in 10 different games online in a bid 
to drawthe attention and support of voting- 
age players. 

THE VERDICT: There are plenty of reasons 
to bemoan the existence of in-game adver- 
tising, butit has to be good news for gamers 
if politicians are finally ready to stop treat- 
ing them like killers-in-training. 


Dell recommends Windows Vista" Ultimate. 7 


Windows Vista 


Ultimate 


THERE'S NO SUCH THING 
AS AN UNFAIR ADVANTAGE. 


Introducing the new XPS 730x. when it's you against hoards of mythical nasties hell-bent on furious 
destruction, it helps to have the best weapons. We'd recommend a brand new Intel Core i7 Processor (it's really fast) with factory 
overclocking* (makes it even faster), tri-channel DDR3 memory* (ditto), and upgrading to Windows Vista® Ultimate (increased 
RAM utilization available with 64 bit OS makes it-you guessed it-extremely fast). Throw in Dell's optional H2C liquid cooling 
system and an Alienware AlienFX lighting system, and those odds start looking better and better. Just don't let the whole 


“humanity's only hope" thing go to your head, ace. Yours is here. 


— 5 
pd d —] vs ATURE E 
New Dell" XPS” 730x Wis: | 
Starting at RAMESOSIS SRS CONTENT RATING 


$1999 


Monitor not included. 


Other Dell gaming desktop systems starting at $1099 


GET YOURS AT WWW.DELL.COM / GAMER730X | 1-877-679-3355 060000000 DELL 


YOURS IS HERE 


"PRICING/AVAILABILITY. Pricos, specitic availability and terms of offers may change without notice. Taxes. fees, shipping, handling and any applic: 

mbined with other select ottors or discounts. U S. Dell Home and Home Office now purchases only. Dell cannot be responsible 
errors. Check Dell.com for availability. MEMORY AND GRAPHICS: Significant system memory may be used to support 
OVERCLOCKING: Dell warrants the full functionality of your system at tactory overclocked settings. Overclocking beyond factor s 
system components. Doll does not provide technical support for any hardware or software issues arising from any third party app VIDIA nTune 5.0, used to enable overclocking. TRADEMARK 
AND COPYRIGHT NOTICES: Microsoft and Windows are registered trademarks of Microsoft Corporation. ©2008 Dell Inc. All nights te Newspaper Advertisement Supplement, Legendary © 2008 
Spark Unlimited, Ine. LEGENDARY is a trademark ot Spark Unlimited, Inc. All Rights Reserved. Used under authonzation by Gamecock Media Group. ©2008 Gamecock Media Group. Gamecock and the 
Gamecock logo are trademarks and/or registered trademarks of батососк Media Group © 2008. 
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LocoRoco, the cutest game on earth, just got cuter with а sequel. 


LocoRoco 2 is cuter than a litter of sleeping Lab- 
rador puppies. But it’s more than just cute, and 
while the original LocoRoco for the PSP won nu- 
merous awards for Best Children’s Game, older 
gamers will also enjoy Loco 2 for its quirky and 
downright fun style of play. Collect berries to en- 
large and multiply LocoRoco—possibly the cutest 
creatures ever devised—by rotating the back- 
ground with the PSP's shoulder buttons...that's 
the basic premise. You tilt the colorful game- 
world left and right to slide, swing, and bounce 
the LocoRoco through each level, making bizarre 
friends and enemies along the way. 

Loco 2 adds new levels, tricks, and charac- 
ters to play with, along with hours of movies to 
enhance the story. And the musically inclined Lo- 
coRoco sing plenty of new songs that will beat you 
over the head with cuteness. "Quests" and mini- 
games can be played inside Loco 2 levels, adding 
to the value of the original PSP game. 

New features aside, the real attractiveness of 
LocoRoco 2 is іп its simple yet fun nature that puts 
a smile on your face when you play it. Combine 
the colorfully creative world, cute characters, and 
addictive music, and you've got yourself a great 
PSP package, due early 2009. 


T a 
PARANOID PARK E) 


Gus Van Sant's moody portrait of a teenager 
connected to the killing of a security guard at 
a local skate spot will haunt you for a good 
long while. 

ifcfilms.com/paranoidpark 

$19.95 (DVD) 


THE INCREDIBLE HULK: 


SPECIAL EDITION 

Bruce Banner (Edward Norton) searches for 
acure to his destructive alter ego and tries to 
protect the love of his life in this absorbing 
popcorn action spectacle. 
theincrediblehulk.net 

$29.98 (Blu-ray); $19.98 (DVD) 


JAMES BOND BLU-RAY 

Just in time for the theatrical release of Quan- 
tum of Solace, MGM and Fox Home Video are 
releasing six classic Bond films in the Blu-ray 
format: Dr. No, From Russia With Love, Thun- 
derball, Live and Let Die, For Your Eyes Only, 
and Die Another Day. In addition to a spectacu- 
lar restoration, each disc is loaded with extras. 
Also available in two three-pack volumes. 
foxhome.com 

$89.98 (each three pack); $34.98 (each movie) 


..ine Rebellion...Tekken 6: Bloodline Rebellion 
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Good! Now go read my interview 
with Robert Kirkman, the creator and writer of The 
Walking Dead, otherwise known as the hottest 
(and smartest) graphic novel going right now. If 
уоште a fan of zombies, post-apocalyptic survival 
scenarios, or just razor-honed storytelling, consider 
The Walking Dead to be required reading...* 

e people pl 


ay the PS2 online the 
Games such as Madden, FIFA, and 
SOCOM 3 still have, in some cases, thousands of 
PS2 online users playing at once. Check for the full 
story on GamePro.com, but this quote from Sony's 
John Koller stuck with me: “The PS2 isn't going 
away anytime soon.” He may be on to something 
there... yare ç j A 
That thought struck me while на Мах Payne 
(Protip: skip it). | don't have a definitive answer to 
that question, but | think part of the problem is 
video-game plots are too simplistic to be translated 
to the silver screen. | think Doom programmer 
John Carmack said it best when he compared 
video-game story lines to adult movie story lines: 
the plot is just a way to де to the action. Games like 
BioShock and Dead Space only work when you're 
playing them —strip away the addictive gameplay 
and there's not much left to work with. Hollywood 
types don't understand this fact—they only see 
the game's brand as a way to attract a bigger 
audience—and so game movies are condemned 
to repeat the same failures again and again. It's 
а sad state of affairs, but I’m still holding out a 
shred of hope for the God of War flick...e My PSP 
ain. After a solid start to 2008 
with God of War: Chains of Olympus and Patapon, 
we're back to the same-old, same-old drought of 
quality new PSP games on UMD. Patapon 2 and 
Resistance: Retribution are looking good, but 
looking further into 2009 the future grows murkier. 
I'd love to see a bigger emphasis on downloadable 
games nowthatthe PSP can access the PlayStation 
Store through Wi-Fi. Is the PSP becoming the lod 
of games] Suangor things: have happened: 


is gathering dus 


j r dé 

s left completely b 2 | felt like | was 
playing either the best game of the year or one of 
the worst. My gameplay highlight, if you can call it 
that, was wailing away with the Dog Suit, Cat Suit, 
and Cheerleader "instruments." | did laugh quite a 
bit for first half-hour or so, but | have no interest in 
trying it again. Back to Guitar Hero: World Tour... 


The Breer Чип of triple-A games makes {от 
some especially agonizing choices, but so far ту 
GOTY list is coming down to Metal Gear Solid 
4, Fallout 3, Gears of War 2, LittleBigPlanet, and 
surprise party-crasher Dead Space. Look for official 
picks from the GamePro Statt) in the КШ issue 
next month...» New С 


Pwned this month: 
Video Game Movies 
PSP 

Wii Music 


M 


e-mail Sid: 
sid_shuman@gamepro.com 


The Ultimate in Social Entertainment. 


The New Xbox Experience 
Get instant streaming* and watch DVD rentals on your Xbox 360°. 
Connect with friends as you share games, photos, and more. 


Enjoy the best in entertainment right in your living room. 


DUIE 


See the New Xbox Experience at xbox.com/nxe. 


*Streaming instantly from Netflix requires Xbox LIVE Gold membership and a Netflix unlimited subscription 
plan. Hard drive is recommended for Xbox LIVE, and is required for some features. See www.xbox.com/Live. 


Know Your: Holiday 


Gift Givers 


They say it's better to give than to receive, but we all know you're hoping for something awesome to play with this holiday season. 
Some family members know the score, but others couldn't pre-order a clue. Any of these characters look familiar? — Cameron Lewis 


Bargain-Hunting Aunt 

Gift: Sneak King (used) 

Cash Value: $0.75 

Apart from the unnecessarily wet kisses she in- 
sists on planting, your Aunt’s not a bad lady. 
Unfortunately, proclaiming your love for stealth 
games at Thanksgiving resulted in something 
a bit more removed from Sam Fisher than you 
were hoping. 


Gift: Harvest Moon: Island of Happiness 

Cash Value: $30 

Your Mom explains she knows you desperately 
wanted Gears of War 2, but the nice clerk at the 
store told her it was on the violent side, and she 
didn't want you to have bad dreams. So, she 
bought you this nice farming simulation instead. 
Try not to roll your eyes too much. 
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Gift: Fallout 3: Depleted Uranium Edition with 
Gilded Geiger Counter 

Cash Value: $2000 

Nobody's ever satisfactorily explained how your 
Uncle came to be so loaded, but the guy’s clearly 
got more money than sense. At least he bought 
you a game from your most wanted list. Now if 
only you could find the disc amid all the extra “col- 
lectible” nonsense. 


Gift: Viva Piñata (used) 

Cash Value: $10 

At first you were disappointed to find that your 
sweet little sister saved up her allowance to buy 
you a game about paper animals stuffed with 
candy, but now you're ashamed to admit to your 
friends how much fun you're having. 


Geek Speak П.П 


Big words, small type. 


Glitch: A glitch is any unintentional behavior in a game that produces 
unexpected results. Some are harmless oddities, like an error in the 
physics system that makes an object jump around. Others, like the 
ability to push through a wall under certain circumstances, can actu- 


ally be exploited to a player's advantage. 


Gibs: The red, meaty chunks that splatter across an area when you've 
dispatched an enemy or fellow player in a particularly violent way. 


in racing games. 
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Gift: GRID (used) 

Cash Value: $35 

What's that? You don't like racing games? Not 
even a little bit? Well, then can he play the game 
he thoughtfully saved up and bought for you? 


Gift: Gift Certificate 
Cash Value: $60 
Though a slip of paper with a cash value printed 
on it isn’t the most exciting gift to open, it is the 
most flexible, and shows your Grandparents 
know when they’re out of their depth and respect 
you enough to let you choose something fun 
for yourself. 


Ghost: Though a ghost could be an enemy in a supernatural-themed 
game, it also refers to players who are observing play while they wait 
to rejoin an online match, and the outline of a prior run through a track 


Ninja: A player who grabs valuable goodies from a downed monster 


or treasure chest without checking with the other members of the 
party first, presumably hoping they'll simply fail to notice. 
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New control functionality in Skate 2 allows you to control your skater's feet 
and hands independently, allowing for new moves such as handplants. 


SKATE 2 


The game franchise that did the unthinkable in upending Tony Hawk last year is back with a sequel. 


EIE 


efore Skate came out in 2007, it was pretty 
В: that Топу Hawk ruled the video game 

skateboarding world with an iron fist. Then 
EA jumped into the game with Skate, which pro- 
vided a more realistic, and successful, alterna- 
tive to the Tony Hawk franchise. With the next 
Tony Hawk title not due out until late next year, EA 
hopes to seize the opportunity to establish a hit se- 
ries with Skate 2. 

If you've played the first Skate game, you will 
no doubt be familiar with the city where the game 
takes place, San Vanelona. You may not, however, 
recognize the landscape in Skate 2, since it takes 
place five years later in an earthquake ravaged 
version of the city now called New San Vanelona. 
The good thing is that a friendly neighborhood 
corporation called the Mongo Co. has taken the 
liberty of rebuilding the city. The bad thing is that 
their security guards aren't so friendly—especially 


to skateboarders! Your character isn't fazed by 
them too much though, having spent most of the 
last five years in prison, and is intent on making 
enough skateboarding money to stick itto the cor- 
porate stiffs. 


SKATE OR... WALK? 

One of the coolest new features of Skate 2 is that 
the character's feet аге no longer confined to the 
skateboard. Players now have the ability to hop off 
the board and explore the city on foot. Of course 
the point of this isn’t to go for a nice quiet stroll 
through the park—you can do that in real life. 
Rather, the reason for walking around is to inter- 
act with different objects that you'll find and move 
them around. Hopefully, by the time you're done, 
you will have created a sweet skateboarding ob- 
stacle course that will also get you points that 
otherwise might seem unreachable. The type of 


moveable objects that you'll come across mainly 
depend on what section of the city you're in, rang- 
ing from park benches and tables to quarter pipes 
and kicker jumps. 


DOUBLE THE TRICKS, DOUBLE THE FUN 
A really popular element to the first Skate game 
was the fact it utilized the thumbstick controls 
to complete skateboarding tricks rather than 
just mashing buttons. The right thumbstick per- 
forms the tricks while the left one shifts the 
skater around, which is pretty much unchanged 
in Skate 2. But the big change, as far as the tricks 
go in Skate 2, is that players will have way more 
options for what they can pull off. Over 200 
tricks are possible and this is about double of 
what you could perform in the first Skate game. 
Our favorite new tricks involve handplants! 
—Jeremy Olson 
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If You Purchased A Defective 
Nyko Intercooler 360 from 
March 2006 to August 2007, 
Please Read This 
Notice Carefully 


You May Be Entitled To An Extended 
Warranty On Your Nyko Intercooler. 


Nyko Technologies, Inc., seller of the Intercooler 360 
product for use with the Microsoft Xbox 360, has 
entered into a proposed settlement with Plaintiff in the 
lawsuit Coles у. Nyko Technologies, Inc., U.S.D.C., 
C.D. Cal. Case No. 2:07-cv-02977-FMC-RCx (the 
"Action"), under which you may be entitled to have the 
warranty on your Intercooler 360 product extended to 
three years from your original date of purchase. 


What is the Lawsuit About? 

Plaintiff alleged that the Intercooler 360 was defective 
and that Nyko refused to honor warranty claims for 
defective Intercooler 360s in violation of its warranty 
obligations and consumer laws, and engaged in unfair 
competition by misrepresenting the ability of the 
Intercooler 360 to reduce the Xbox 360's operating 
temperatures. Nyko denies all of Plaintiff's claims in 
the Action. However, to avoid the uncertainty and 
expense of litigation, Nyko and plaintiff have reached a 
proposed settlement. 


What are the Terms of the Settlement? 

Nyko has agreed to extend the warranty on version 1 
and version 2 of the Intercooler 360 from 90 days to 
three years, and will provide each original purchaser of 
a defective version 1 or version 2 Intercooler 360 who 
makes a warranty claim within the extended warranty 
period with a new Intercooler 360 or other Nyko 
product of equal or lesser value. 


Who Can Benefit From the Settlement? 

If you purchased a defective new Intercooler 360 
version | or version 2 between March 20, 2006 and 
August 25, 2007, you could be a member of the 
settlement class. If the settlement is approved, you may 
make a warranty claim if you are in this group by 
requesting shipping authorization from Nyko and 
sending your defective Intercooler 360 to Nyko, who 
will pay standard domestic U.S. shipping costs related 
to the exchange. 


What are My Legal Rights? 

If you wish to remain a member of the settlement class, 
you do not need to take any action. If the court 
approves the settlement, you will not be able to file any 
legal claims or lawsuits that you have against Nyko 
relating to the conduct alleged by Plaintiff in the 
Action, Personal injury claims are not released by this 
settlement. If you do not wish to remain a member of 
the settlement class, you must mail a written request to 
exclude yourself by January 19, 2009, to Dan Sedor, 
Jeffer, Mangels, Butler & Marmaro LLP, 1900 Avenue 
of the Stars, 7th floor, Los Angeles, California 90067. 
A final hearing on the proposed settlement will be held 
on February 2, 2009 at 10:00 a.m, in Courtroom 750 of 
the Honorable Florence-Marie Cooper at the United 
States District Court, Central District of California, 
Western Division, 255 East Temple St., Los Angeles, 
California. If you are a settlement class member and 
wish to object to the settlement, you must take the steps 
detailed in the complete Notice of Proposed Settlement 
by January 19, 2009. Copies of the Settlement 
Agreement and other related documentation, including 
a form for requesting exclusion from the settlement, are 
available for download at www.nyko.com\settlement, 
or may be requested from Nyko at the address, 
telephone number and email below. 


This is Only a Summary. For Complete 
Information and a Copy of the Notice of 
Proposed 
Settlement: 

Call: 1-866-333-6741 or 
Email: settlement@nyko.com or 
Visit: www.nyko.com\settlement 
Or Write: Nyko Technologies, Inc. 
1990 Westwood Blvd., Penthouse Suite 
Los Angeles, California 90025 
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y the time you read this, the first down- 

loadable content for BioShock will already 

be available on the PlayStation Network. 
This content is exclusive to the PlayStation 3 and 
therefore, cannot be played on the Xbox 360 or 
PC versions which were released more than a year 
before the PS3 version. Conflicts and arguments 
about PS3 exclusivity aside, here’s what you get 
for downloading the $10 content package called 
“Challenge Rooms.” 

Three different challenge rooms will be- 
come available from the game's title screen af- 
ter downloading the additional content from the 
PlayStation Store. Each room presents a different 
challenge, or series of challenges, that you, the 
player, must solve in a timely fashion. The Chal- 
lenge Room downloadable content comes with 
additional trophies for collecting items, such as 
roses, and completing each challenge room in a 
specific amount of time. Please note that although 
these challenges do take place in the city of Rap- 
ture, they are in no way tied to the campaign's 
canon or lore. 


SHOCKING TURN OF EVENTS 

Shocking Turn of Events is more puzzle oriented 
compared to the other challenge rooms. Tak- 
ing place at the Rapture carnival, a single Lit- 
tle Sister is trapped atop a busted Ferris wheel 
and you need to help get her down. It appears 
water has shorted out the wheel's electronics, 
so you will need to find other forms of electric- 
ity to power the wheel. Exploring and searching 


~ 
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the surrounding rooms, which feature fully in- 
teractive carnival games, you will find items to 
power the Ferris wheel, such as electric shotgun 
shells and small doses of Electrobolt Plasmid. 


Crank the Ferris wheel six times to save the Lit- 
tle Sister. 


WORLDS OF HURT 

Worlds of Hurt is a Mega Man-style challenge 
room where you must cleanse eight chambers of 
all enemies to free another trapped Little Sister. 
Each chamber is filled with a variety of enemies 
ranging from security turrets to Big Daddies. All 
weapons are available in Worlds of Hurt, and you 
can upgrade them after each chamber at a Power 
to the People terminal. The trapped Little Sister 
will also drop you some Adam between cham- 
bers so you can power up with Plasmids. Some 
chambers are more difficult than others, so utilize 
all upgrades and choose wisely before entering 
the next challenge. Complete all eight “doors of 
doom" to save the Little Sister. 


THE | IN TEAM 

The | in Team challenge room will require you to 
use all of your BioShock skills to win. Using lim- 
ited resources, and even more limited weapons 
and ammo, you must use wits instead of raw fire- 
power to negotiate a Big Daddy through a series of 
traps. You're essentially using plasmids, such as 
Decoy, to lure the big dumb Daddy to its demise. 
—Travis Moses 


Help the Little Sister trapped atop the Ferris wheel in the Shocking Turn of Events challenge room, 
and help another Little Sister escape a glass prison in Worlds of Hurt. 
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Guitar Hero III Mobile, Guitar Hero III: Backstage Pass © 2007 Activision Publishing, Inc. All Gibson marks, logos, trade dress, guitar models and we MOBILE 
related rights provided pursuant to exclusive license from Gibson Guitar Corp. Guitar Hero World Tour Mobile © 2008 Activision Publishing, Inc. 

Activision and Guitar Hero are registered trademarks of Activision Publishing, Inc. All rights reserved. Covered by one or more of the following 

patents: U.S. Patent Nos. 5,739,457, 6,018,121, 6,369,313 and 6,835,887. Mobile Game Code © 2007-2008 Hands-On Mobile, Inc. Hands-On СМ 
Mobile is a trademark of Hands-On Mobile, Inc. All rights reserved. St SION. 


Tekken 6: Bloodline Rebellion for the PlayStation 3 and Xbox 360 promises 
to be the biggest, most expansive Tekken upgrade yet. 


TEKKEN 6: BLOODLINE REBELLION 


Tekken goes multiplatform, and GamePro has new details on this HD brawler. 
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Harada, Takahiro Noda, and Yuichi Yonemori 
ito talk about Tekken 6: Bloodline Rebellion on 
the PS3 and Xbox 360. 


I: Toyko, GamePro sat down with Katsuhiro 


GamePro: Can you speak a little bit more about 
the recent announcement that Tekken 6 will be 
coming to both the PlayStation 3 and Xbox 360? 


Tekken 6 Team: First off there is the timing. You 
have the PS3 and Xbox 360, two very powerful sys- 
tems, and we're able to release it at the same time. 
So that was one factor in the decision. Maybe the 
main factor is that we have many fans worldwide 
for the Tekken series, and when you look at the 
foreign [North American] market, the Xbox 360 is 
very strong. So we had many requests from fans 
that only owned an Xbox 360 and wanted Tekken 
on their system. And we want to have Tekken in 
the hands of as many fans as possible. 


GP: What is Bloodline Rebellion? 


T6T: When Tekken 6 came out in the arcades, 
there was a lot of request from fans for new char- 
acters and customization options and what not. 
So we decided to release an installment, not Tek- 
ken 7, but kind of an upgrade of Tekken 6, where 
we added twice the amount of items and two new 
characters. So if you count from Tekken 6, there 
are four new characters and then two new charac- 
ters in Bloodline Rebellion. 


GP: What are the online features of Tekken 6 
on the PS3 and Xbox 360? 


T6T: Basically, one thing we really want to try hard 
on is to recreate the experience of fighting some- 
one in the arcades. So there will be ghost char- 
acters and replays of other people fighting and 
yourself as well. Not only that, but the online chat 
that was in Tekken 5: DR for the PS3, and perhaps 
being able to type words as well. 

In addition to all that, we can't go into too 
much detail right now, we also want to include 
something that is online, but is not the standard 
online versus battles you are used to. 


GP: Tekken 5 DR Online has significant lag, re- 
gardless of good connections on both ends. Will 
Tekken 6 be equally laggy? 


T6T: Well there are many factors that go into the 
online battles and whether there's lag or not. Your 


connection needs to be good...there are many 
other factors, too. And one thing that makes this 
even more difficult is that Tekken is different from 
other fighting games in the fact that there is not 
much of a key buffer. Where other games might 
have three to five frames between the input and 
when it's displayed onscreen. Tekken only has one 
frame. So this makes it even more difficultto adapt 
Tekken online. 

Another thing we've noticed is that when the 
lag occurs, it's not a set rate. It’s dynamic. And 
that is in itself difficult. If all moves were one or 
two seconds delayed then it would be easier to 
adapt and that's what throws players off a lot. So 
we're thinking it might be some kind of hint go- 
ing forward in trying to develop the online bat- 
tles in Tekken 6: Bloodline Rebellion. Ultimately, 
we are thinking of many ways to combat the lag. 
—Travis Moses 
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PREVIEWS 


Gather your team and discover the mystery of 
Mayanoka TV. Can you solve the murder cases? 


SHIN MEGAMI TENSEI: PERSONA 4 


Persona 4 rounds out the Shin Megami Tensei franchise, taking place 14 months after the end of Persona 3. 
The shot in the head may be gone, but the teenage angst remains. 


ersona 4 is a role-playing game for the 
Pression 2, and is technically the sixth 

installment in the series. The game is being 
billed as a murder-mystery and moves from the 
city locales of the previous game to the fictional 
Japanese countryside town of Inaba. In Persona 
4, the city of Inaba is plagued by a rash of myste- 
rious murders in relation to the appearance of a 
mysterious fog. Adding to the mystery are tales 
of a TV channel called Mayanoka TV that only 
broadcasts at midnight. Rumors around town 
claim that watching the channel allows you to see 
your alternate personality, or darker half. Could 
these two factors of weather and this TV channel 
be related to the murders? We think so. 

The main character (you), Chie, and Yosuke, 
sit down to watch the mysterious Mayanoka 
TV channel and witness the murder victims. 
You later realize that during the midnight show- 
ing, they can phase into the television and enter 
the gateway to another world. You will visit the 
shadow world within the television and unravel 
the unsolved murder cases. 


HOLE IN THE HEAD 

The Shin Megami Tensei series has amassed 
quite the cult following since the launch of the 
franchise. Persona 3 set the bar for fans with its 
shocking “gunshot to the head” way of evoking 


Personas, which are the character’s alternate 
personality. Persona 4 takes a much less violent 
means of accessing the Personas through tarot 
cards. This is a major artistic change, but ulti- 
mately will not affect the workings of the game. 
In addition you will now be able to choose be- 
tween various forms of A.I. or "direct control” of 
your teammates and how they will react to dif- 
ferent situations. 

With the PS2 reaching the end of its lifespan, 
this could very well mark the end of the Persona 
series on last-gen consoles. Will the next Persona 
have what it takes to make it to the PlayStation 3? 
If the large mass of devoted fans have anything 
to say, the answer will be a resounding "Yes." 
—Flynn De Marco 
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PATAPON 2: DON CHAKA 
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which is а PSP exclusive for those that don’t 

know. In Patapon, players command an 
army of warriors through rhythm-based button 
presses. Depending on the input command, the 
Patapon warriors march, attack, or defend against 
other armies and bosses, such as dragons and gi- 
ant sand worms. 


L et’s quickly review the first Patapon game, 


PATA PON TOGETHER 

Patapon 2 follows in the same footsteps as the first 
game, but there’s much more that’s been added. 
The biggest addition being multiplayer. Four play- 
ers can join forces to cooperatively play in one 
of three multiplayer modes, the first of which is 
called “Mission.” The goal of Mission is to get 
the rhythm right among all players and carry a gi- 
ant magical egg to safety. On their Patapon trek, 
these fearless warriors will be harassed by a new 


of Man and before the start of Resistance 2, 
Retribution is doing a lot of things to make a 
substantial presence in the Resistance universe. 


T aking place after the events of Resistance: Fall 


PSP/PS3 CONNECT FEATURES 

The most interesting thing Retribution is doing 
is the way it connects to the PlayStation 3. First, 
there is a feature that the developers are calling 
“Infected Mode." With this feature, you must 
have Resistance 2 and Retribution. If you load 
up R2 on the PS3, you can connect the PSP and 
Retribution will get "infected" by R2. This opens 
up a bunch of cool features for the PSP game, 
including access to new areas, a new character 
skin, a new weapon, and much more. Obviously 
you can play the full game without it, but In- 
fected Mode does provide a greater experience 
for the PSP game. 


п Developer: Pyramid/Japan Studios в Publisher 
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boss that resembles an enormous stork. With a 
little help from the Patapon chants, “Pon Pon Pata 
Pon,” the Patapon warriors are able to carry the 
magical egg to safety and will be rewarded with 
its innards. 

Other multiplayer modes include “Parageto,” 
where the objective is to obtain magical eggs, 
which open a gate into another world, and “Don 
Chaka,” a drum session that requires a groovin’ 
performance to open, yet again, a magical egg. 


The second feature is called “PSP Plus,” 
and is quite innovative for PSP and PS3 
owners. With PSP plus, you'll be able to 
connect the PSP to a TV via the video out 
cable, then use your PS3 to play Retribution 
with а PS3 controller. The auto aim feature 
in the PSP game is disabled, and you play 
the game with a dual analog-stick control 
scheme on the TV. 


PSP-3000 
It's also interesting to note that Retribu- 
tion looks excellent on the new PSP-3000, 
the updated version of the PSP that has a 
brighter, more vibrant-colored screen. And 
the refresh rate ofthe screen emg 

is improved, meaning that 
FPS aiming isn't quite as 
jerky as it used to be. 

As for the game itself, 
Retributionislookinglikeone 
ofthe best shooters to come 
on the PSP. It will introduce 
new enemies, weapons and 
other features into the Resis- 
tance universe, such as new 
female Chimera enemies 
who attack like speedy, fero- 
cious zombies, similar to the 
Grim in R2.—Chris Morell 


PATAPON 2 BY THE NUMBERS 

There are 48 types of new a rare Patapon in Pata- 
pon 2: Don Chaka. The number of weapons and 
equipment is doubled reaching over 500 unique 
pieces. There are 23 bosses and 80 missions in 
Patapon 2, where the first Patapon had 11 bosses 
and 31 missions.—Travis Moses 
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the PS3 and Xbox 360 horror epic to learn the secrets of the scariest дате of 2009. 
By Sid Shuman and Patrick Shaw 


If you are mortally wounded, you'll slowly bleed to death. This slows your movement to a pitiful 
limp and introduces a woozy “beer goggles” camera effect. If your partner reaches you in time, 
you'll be administered a live-saving injection for a second lease on life. Now go get ‘em, tiger! 
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than ever, and the staff of GamePro got 

unprecedented access to the game. In this 
exclusive report on Resident Evil 5, we detail the 
shocking shifts in gameplay, dissect vile new foes 
including giant bats and bloodthirsty crocodiles, 
and engage in desperate shoot-outs in an oil 
refinery and a desolate mountain pass. 

Resident Evil returns on March 13 with a 
nightmarish new strain of parasitic enemies to 
hack through, a frantic cooperative gameplay 
style, and a heavier emphasis on action. 
Capcom's undead-shooting series is known for 
its scares and its grim, isolated atmosphere, 
but Resident Evil 5 boosts the action quotient 
and turns up the lights to create a fast-paced 
horror game that’s scary even when it’s set 
in broad daylight. The game pits you against 
teeming masses of zombie-like aggressors, 
misshapen monsters, and other carriers of the 
mysterious Las Plagas infection that were last 
seen ravaging the spooky Spanish village from 
Resident Evil 4. 


КЁ new survival-horror opus is closer 


EPRO.COM 


HEART OF DARKNESS 

After rising from the smoldering wreckage of the 
Umbrella Corporation facility at the conclusion of 
Resident Evil Code: Veronica, original RE veteran 
Chris Redfield now heads to Africa to battle more 
plague-carrying adversaries. As part of the BSAA, 
the Bioterrorism Security Assessment Alliance, 
Redfield and new partner Sheva Alomar team up 
to investigate a new outbreak that sees its victims 
turned into mindless hosts for a prehistoric body- 
snatching parasite. Umbrella Corporation, the 
shadowy bio-tech conglomerate that pulled all 
the strings in the previous Resident Evil games, 
is no longer the villain du jour. But a new phar- 
maceutical firm called Tricell appears to be pick- 
ing up where Umbrella's forbidden bio-weapons 
research left off, and the result is an outbreak of 
unprecedented size and virulence in a small vil- 
lage in eastern Africa. You won't have to wait long 
to find evidence of infection, either. Just minutes 
into the game you'll be forced to fend off an army 
of sprinting, snarling zombies, who will tear down 
a house, board by board, to reach you. 
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ENEMY SIGHTING: 


From the Diary of Chris Redfield 
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Hyena Incapacitating attacks 


These ragged beasts infested the train yard, along 
with a pack of longer-eared mutts. When Sheva 
approached them, they let out a low growl but 
otherwise kept their distance, staring at us with 
their awful red eyes. When I stepped past, one ofthe g 
older males leapt at me and took 8 good chunk out of 
my arm, shaking his head when he pit me to get a 
better grip... : 
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ENEMY SIGHTING: 
From the Diary of Chris Redfield 


Bats 


Sheva and I watched this...thing break out of a 
tightly-sealed armored truck like it was a paper 
bag. (Note: Who was transporting it? And why?) 
It’s clearly based on some species of bat...only 
it’s huge (800 pounds?) and it has some sort of 
dangling sac, like a larva's thorax except that it 
looks prehensile. I can see some exposed tissue 
on the underside of the sac, maybe if I... 


and 


fone player ™ 
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In а nod to blockbuster shooters such 
as Gears of War, Resident Evil 5 enables 
you and a friend to play through the full 
càmpaign storyline together, whether you 
link up online or in your living room using 
split screen. Before playing, both users enter 
a lobby menu where they can trade weapons 
and ammo, purchase new guns or upgrade 
existing ones, and stash gear in a persistent 
inventory. And if you wantto tackle the game 
solo, no problemo: the computer will fill in 
for Sheva's role and does so quite capably. 
When the computer controls Sheva, she'll 
grab supplies on her own and automatically 
heal you if you're struggling. If you're in a 
micromanaging mood, you can also swap 
her behaviors between Assault and Cover, 
or signal for her to stop or go. Luckily, the 
computer is smart enough that you won't 
need to babysit. 
Whether you're playing with the com- 
puter or a human, providing cover fire for 
your partner as you both fight off hordes of 
the infected is a reoccurring theme in Resi- 
dent Evil 5's campaign. Co-op adds more than 
just a second trigger finger, though. With a 
little communication, two players can eas- 
ily launch orchestrated attacks against some 
the game's behemoth bad guys. One player 
can lure a particularly tough enemy, for ex- 
ample, while the other player blasts away 
from behind. We saw some inventive scenar- 
ios that further exploited the two-player for- 
mula, one such action scene set deep inside 
a dimly lit mine shaft. Armed with a single 
bulky spotlight to illuminate the suffocating 
darkness, one player can guide the beam to 
illuminate onrushing enemies and enable 
the other player to pick them off one by one. 
Moments like these made us smile, and gave 
us several of the startling jolts that made the 
prior games so memorably creepy. 
With Resident Evil 5 shifting gears to 
a more action-centric experience, some 
series loyalists will undoubtedly worry that 
the game has abandoned its tough-as-nails, 
bullet-counting ways in favor of wall-to-wall 
Shoot-outs. It's true that Resident Evil 5 has 
adopted a brighter, more visual style than 
its predecessor, trading in the gloomy Euro 
villages for the smoldering light and heat of 
Africa. And because you'll almost always 
have Sheva watching your back, the sense of 
brooding isolation that haunted Resident Evil 
4 fades into a low background hum. On the 
other hand, we found that the cooperative 
experiences jangled our nerves in some 
new and unexpected ways. The game ends 
if either Chris or Sheva dies, so your self- 
centered tendencies will naturally give 
way to genuine concern for your partner's 
safety. Seeing your buddy go down under 
a tangle of thrashing zombie limbs marks а 
palpable sense of fear and dread, and you'll 
find yourself in moments of genuine panic as 
you desperately try to locate and save your 
dying comrade before he or she bleeds out. 
Luckily, some helpful on-screen prompts will 
alert you to your partner’s condition, but you 
won't want to stray far—death lurks around 
every corner. 


The Las Plagas infection has taken hold of this backwater 
tribal village, and the natives are getting awfully restless. 


id M 
CONTROLLING YOUR FEAR и > 


Theinventory managementis actually one of 
the most dramatic changes in Resident Evil 
5. Rearranging and rotating colored healing 
herbs, ammo boxes, and guns in your in- 
ventory has been scrapped in favor of a sim- 
ple limit to how many items you can carry 
at once. In combat, managing your inven- 
tory items also adds to the sense of anxiety, 
as you must access weapons and healing 
herbs in real time and not from the safety of 
a paused menu screen. Though you can as- 
sign four items to quick-select slots on the 
directional pad, you'll still need to fumble 
in your inventory to free up space and trade 
weapons or ammo with your partner. This 
will give you a few panicky moments when 
one of the chainsaw-wielding executioners 
approaches and you're left scrambling to 
grab your most powerful gun. 

As for controlling the action, Resident 
Evil 4 veterans will find that this game's de- 
fault controls haven't changed much. Resi- 
dent Evil 5 plays a lot like series favorite 
Resident Evil 4, with its familiar over-the- 
shoulder aiming and precision shooting. Us- 
ing the default controls, the left analog stick 
handles almost all the work, but Resident 
Evil 5 adds an optional control scheme that's 
been billed as a "shooter" layout. In practice, 
this mode adds the ability to strafe using the 
left stick but changes little else, and aiming 
is still accomplished using the left stick. The 
core Resident Evil 5 design team, based in 
Osaka, is still working on a mysterious new 
third control scheme that will be unveiled at 
alater date. We're hoping that it adds the op- 
tion to aim your weapon using the right ana- 
log stick—fingers crossed, people! 


EVIL ARMS 


The biggest Evil arsenal yet, with some high-caliber surprises. 


T 
D 
+ 
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HANDSUNS 

We counted an assortment of six or 
seven handguns, from cheapie 9mm 
semi-autos up to massive .357 mag- 
num revolvers. The rarest of them all is 
a revolver with a double-length barrel 
and some impressive weapon stats— 
we can't wait to try this puppy out! 


MACHINEGUNS AND RIFLES 


Rapid-fire weapons were scarce in 
the early version of Resident Evil 5 
we played. We spotted an AK assault 
rifleand a couple of smaller SMGs, as 
well as some semi-auto sniper rifles. 


WEAPON MOUS 

If you pick up gold left by fallen en- 
emies, you can spend it to buy up- 
grades for your arsenal. With enough 
cash on hand, you can significantly 
boost your boomstick’s power, 
range, reload speed, and ammo ca- 
pacity. Save those pennies! 


SHOTGUNS 


Agenerous selection of shotguns, in 
single-barreled pump, double-bar- 
reled, and semiautomatic flavors. 
The real highlight here is the “Hy- 
dra,” which boasts three barrels and 
will knock the stuffing out of anyone 
or anything near you. 


EXPLOSIVES 


Thrown explosive and stun grenades 
worked quite nicely against the 
hordes of Las Plagas victims. If you 
choose to upgrade to the grenade 
launcher, you'll have even more ex- 
plosive options: we saw acid, nitro- 
gen, flame, flash, and electric rounds 
in the store. 


SECRETWEAPONS 


We saw some other high-end gear in 
the store, but we swore our zombie 
overlords not to spoil any secrets. 
We can say, however, that the elite 
weapons run the gamut from the 
very high tech to the very low tech. 


Giant Crocodile 


Searching for more clue 
and I infiltrated a deep-jungle tr 
locals lower a bound hostage over 


j w it lunge—it must have | 
Din o telling if these crocodiles have been 


r bio-engineered infection that has 
but its aggression мав... 


from tail to snout. N 
contaminated by whateve 
claimed the other villagers, 


Resident Evil 5's inventory system is simpler than ever. Here are the highlights. 


Unfortunately, the fan-favorite Merchant character does not return from Resident Evil 4. In his place is a pre- 
game lobby in which the players can select starting gear. On this screen, you can buy new guns, trade with Sheva, 
or stash weapons for later use. You can also spend gold to upgrade your gun's damage and effectiveness. 


^ 
d Whether your partner is controlled by the 
Қ, computer or another player, Sheva has 
(4 an inventory all of her own. You can trade 
ammo, healing supplies, or guns right in 
the middle of a game. If you're playing 
with a computer-controlled Sheva, you 
can treat her as a pack mule and load her 
up on ammo for your favorite guns. 


Green herbs are still the primary healing 
agent in Resident Evil 5, and you'll want to 
make sure you're stocked up at all times. 
As in prior games, you can mix a red herb 
anda green herb (or several green herbs) 
to create a stronger curative. 


ENEMY SIGHTING: 


From the Diary of Chris Redfield 


s on Tricell’s involvement. Sheva 
ibal village and watched the 
the surrounding moat. 
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Resident Evil 5 ups the enemy body 
count in a big way. To keep your guns 
well fed, the game liberally showers 
you with ammo, grenades, and heal- 
ing items. And for the first time in the 
series, dead enemies will drop ammo 
boxes and other items, so it pays to un- 
load your clip. 


We noticed two armor items in Resident 
Evil 5, a bulletproof vest that reduced in- 
coming projectile impact, and a melee 
vest that lessened hand-to-hand dam- 
age. As long as one of these items is in 
your inventory, you'll be protected. 
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During our hands-on time, the GamePro editors 
re-lived the first frenzied assault in the African vil- 
lage, moving on to a corroded junk yard infested 
by dogs, and then quietly crept through a booby- 
trapped mine. Then we skipped ahead to play a 
totally new, never-before-seen chapter set in a 
rotting tribal village that was infested by parasite 
carriers. Here we got our first glimpse of some gi- 
ant crocodiles and clashed with the bloodthirsty 
natives, who fought back with powerful spears 
and acrobatic hand-to-hand attacks. The atten- 
tion to detail was impressive: by firing low into 
the crowd, we sent several attackers sprawling 
off the pier and into the jaws of the circling crocs. 
Another stage was set in a crumbling oil refinery 
as Chris and Sheva pursued an enigmatic figure 
named Irving. Our final adventure was an adren- 
aline-soaked race up a spiraling mountain pass, 
fighting off attacks from the infected villagers that 
clogged the narrow dirt road. 

In fact, the sheer variety of engagements we 
experienced in Resident Evil 5 was nothing short 
of staggering—we never fought through the same 
environment twice. If the final game can keep de- 
livering on the massive action set pieces we saw 
here, while retaining the pins-and-needles creepi- 
ness we loved from Resident Evil 4, then horror 
fans and shooter fans alike will have every reason 
to celebrate this March. 
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During а recent roundtable discussion in Tokyo, 
Japan, we posed some of your burning questions 
straight to the Resident Evil 5 development team. 
Here's what we learned. 


Capcom: As far as vehicles go thet you can drive 
yourself, the boat is the only one that you can con- 
trol at will and go where you wantto. But there will 
be a number of situations where you will be in ve- 
hicles and controlling vehicles just for that partic- 
ular segment of the game— so, yeah, there will be 
а number of those that you can look forward to. 


C: We get a lot of calls for that, but right now the 
development team is extremely busy finishing up 
the game, so once things settle down there we can 
certainly put a little bit more thought into that. 


С: It's very traditional to the Resident Evil series to 
have those kinds of bonus modes and mini-games 
after you've cleared the game one time, so we're 
planning on having a different number of bonuses 
for the player who does finish the game. But if we 
told you now we'd be spoiling your experience, 
[so] hang on until you actually get to finish the 
game once—then you'll find out. 


C: The enemies that we've revealed up until now 
have a group mentality—they work together as a 
mob. But there will be many other enemies in the 
game who work by themselves and who are very 
Scary. Actually, we plan on announcing some of 
the details about them in the months to come. 


C: Тисе! does not have any relation to Umbrella—l 
can tell you that much. In the new age that Resi- 
dent Evil 5 takes place in, there are many different 
viruses out there on the [black] market. There are 
some organizations who wantto use them for good 
and some organizations who want to use them for 
bad, so it's not a simple story; it's quite complex. 


ENEMY SIGHTING: 
From the Diary of Chris Redfield 


e weapons 


Use of crud 


Infected Villager 
There’s something seriously wrong with these townspeople. 
The ones that I’ve seen who are.. intact, they act like 
animals: biting, clawing, and spitting. One got too close 
and started struggling with me, and I swear to God I saw 
something try to crawl out of her mouth. Then I saw another 
one with some kind of growth pulsing out of his head, even 
after his head had come off. ..I don't think this is the Tvirus. 
This is something new, some kind of undocumented viral or 
bio-chemical agent. Gotta find Irving... sd 
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THE ZOMBIE WARS 


Resident Evil 5 isn't the only horror game that has yo 
creatures. For your convenience, GamePro compa 
against two modern survival-horror juggernauts, Dea 


ENEMY TYPES 
my 


Resident Evil 5: Plague-ridden African villagers, 
tentacle-sprouting feral dogs, and giant man- 
eating crocodiles. 


MULTIPLAYER MODES 


Resident Evil 5: Play as either Chris Redfield or 
Sheva Alomar to take down the parasitic hordes 
in online or split-screen cooperative play. 


STORYLINE АМО CAMPAIGN 


Resident Evil 5: Continuing the same kind of 
zombie-crushing gameplay introduced in Resi- 
dent Evil 4, the battle against the undead now 
takes place on the sun-scorched continent of Af- 
rica. The campaign presents a wide variety of 
characters, enemies, and plot twists, with variety 
being a key strength. 


WEAPONS AND EQUIPMENT 


Resident Evil 5: Everything from grenade launch- 
ers to magnums to stun batons, and we haven't 
even begun to talk about the high-end weapons. 
You can also upgrade and customize your arsenal 
in the pre-game lobby. 


d Space and Left 4 Dead. 


Left 4 Dead: Poison-spewing zombies, elongated- 
tongue beasts, and swarms of zombie runners. 


Left 4 Dead: Four players can team up to wipe out 
hordes of computer-controlled zombies, and four 
more players can play as zombie overlords to slow 
the human’s progress. 


Left 4 Dead: There’s not much in the way of a 
formal campaign mode, but you can play offline 
with computer-controlled teammates. This is one 
game with a serious focus on online play, so don’t 
expect a lot of heavy storytelling. 


Left 4 Dead: Familiar firepower that includes 
shotguns, handguns, Uzi-styled SMGs, and pipe 
bombs. Not very imaginative, but very, very sat- 
isfying to shoot. 
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Dead Space: Hideously misshapen, multi-jointed 
freaks called the Necromorph that can't properly 
be called zombies. 


Dead Space: No multiplayer component. 


Dead Space: As space engineer Isaac Clarke, 
you're sent to investigate a distress call from a 
mining ship. You're greeted by an army of mu- 
tated abominations that can tear you limb from 
limb. A dark, disturbing ride with several memo- 
rable moments. 


Dead Space: Flesh-shredding circular saws, limb- 
slicing plasma cutters, and a host of other make- 
shift killing machines. You can upgrade and 
customize your weapons and armor by collecting 
rare power nodes. 
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FEATURE 


JIBREAK: 


In honor of Resident Evil 5, GamePro lists the juiciest zombie 
games of late 2008, 2009, and beyond. Pity the living... 


By Travis Moses and Sid Shuman 


LEFT 4 DEAD. 


Available now 
Xbox 360 • РС 


Cooperation amidst chaos in Valve's undead shooter. 


There are zombie fanatics, and then there are zom- 
bie fanatics. You can countthe staff of GamePro in 
the latter category—if something involves the un- 
dead, we already own it and love it. Here are three 
things we already love about Left 4 Dead, devel- 
oper Valve Software's attempt to create the defini- 
tive zombie shooter. 


PLAYING AS THE SURVIVORS 
15 GOOD FUN 


This is the game setup that horror aficionados 
have always dreamed of. With three other hu- 
man (or computer-controlled) buddies, your 
mini-army of survivalists must work together to 
blast hordes of screaming, sprinting zombie at- 
tackers. Cooperation is key, so if a partner gets 
overwhelmed you'll want to offer a helping hand 
to keep them in the fight. 


CALL OF DUTY 
NAZI ZOMBIES 


HORDES OF ZOMBIES 
ONSCREEN AT ONCE 


When we say "hordes," we're not kidding— 
sometimes your team will battle crowds of 20 
or 30 attackers at once. Despite the massive 
enemy numbers and the slick visuals, we never 
spotted a single hiccup in the frame rate. 


THE WEAPONS JUST FEEL RIGHT 


In а game where you're shooting dozens of 
enemies at a time, your arsenal is a key con- 
sideration. Luckily, Left 4 Dead’s weapons 
feel satisfying: The shotgun packs a massive 
punch, and the submachine gun feels like 
rapid-fire death. There are also some clever 
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he result is a special 
cooperative play mode called “Nazi 
In this newly unveiled play mode, 
four players can team up online to fend off sham- 


bling armies of the undead. Trapped inside a di- 


lapidated house, you ап. 
barricade the windows a 
sion attempts, and pray for daylight to come. By 
braining the WWIl-era zombies, you'll earn cash 
you can use to unlock more powerful weapons 


including flamethrowers and b 
azookas. i 
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d your teammates can 
nd doors, fend off inva- 


grenade types, such as a pipe bomb that at- 
tracts zombies with its blinking red light. 
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Available 2009 


DEAD ISLAND Xbox 360 «PC 


Mysterious, gruesome, апа. . tropical? 


Dead Island may be a ways off—2009 at the earliest, by our estimation—but the game's themes already 
sound promising. For starters, this Xbox 360 and PC horror game will deliver a massive, open-world 
zombie experience set in a first-person perspective. The developers are also promising to focus more 
on brutal hand-to-hand struggles versus the same ol' shooting. Using everyday items—two-by-fours, 
crowbars, and giant hammers— you'll smack, slash, and smash zombie aggressors whose appearance 
will change with the damage they take. Early video and images show off disgustingly realistic flesh 
wounds thanks to Chrome Studios's new physics technology. The lush island scenery also provides a 
welcome break from the gritty corridors and bombed-out basements of other zombie games. Dead Is- 
land doesn't appear to have a publisher at the moment, but zombie fans should cross their fingers and 
hope for the best—this one's got potential. 
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Describing the game as “a mix between Crazy 
Taxi and House of the Dead,” Zombie Massacre 
producer Benjamin Krotin shares exclusive new 
details with GamePro about 1988 Studios’ upcom- 
ing Wii zombie shooter/driving hybrid. 


After a catastrophic train derailment sets loose 
a toxic mutagenic chemical, the populace of 
New Metro City begins devolving into flesh- 
eating zombies. The city is quietly quarantined, 
the Special Forces are called in, and a grim plan 
is proposed: detonating an atom bomb in the 
heart of New Metro. You play as a member of 
the Special Forces team who infiltrates New 
Metro to deliver the lethal payload. But when 
that plan goes horribly wrong, your sole surviv- 
ing Special Forces operative must join forces 
with three street punks, load the bomb into a 
supped-up convertible, and burn rubber in a 
desperate bid to end the undead menace once 
and for all. 

As you may have guessed from the over-the- 
top art and retro B-movie plot, boring old realism 
won't play a big role in Zombie Massacre. In Kro- 
tin's words, this game is all about “destruction.” 
Zombie Massacre is "really a driving game at 


heart," Krotin explains. "Players can drive as reck- 


: MASSACRE i 


Driving, shooting, and zombies—sounds 


like a party! _ 


lessly as they'd like to, with speed and destruction 
being the only goals." Of course, driving is only 
half the battle—you'll be able to pop zombie cra- 
niums with a wide range of guns, some of which 
will boast rapid-fire capabilities while others will 
be able to lock onto special threats. Melee combat 
will also be a big focus; players can flick or stab 
the Wii Remote to attack close-range zombies us- 
ing knives, chains, baseball bats, holy water, and 
even a lawn mower. 


It all sounds like a riot, but how does it play? 
“The shooting gameplay works a lot like any 
light gun-based game," Krotin offers. Up to four 
players can play the game at once, with three 
players using a Wii Remote to shoot and the 
fourth player using the Nunchuck's analog stick 
to drive and the Remote to shoot. You'll also 
be able to swap out positions in the car at any 
time, switching between the stressful task of 
driving and shooting or simply shooting. "The 
goal in Zombie Massacre is wrack up as many 
points and power-ups as possible by driving 
fast, blowing through hordes of zombies, rescu- 
ing innocents, and blowing up as much stuff as 
possible," Krotin adds. "Oh, and there's also the 
nuke to worry about!" Sign us up. 


» 


If there is one zombie game for the Nintendo Wii to play, Onechanbara: Bikini Zombie Slayers is prob- 
ably it. It features two sexy, bikini-clad female protagonists who aren't afraid to get a little bloody while 
battling the legions of zombies that are terrorizing their city. Every person met and enemy battled gets 
the sisters a little closer to understanding who or what is behind the zombie outbreak. The gameplay 
takes inspiration from the hack-and-slash legacy of Devil May Cry. As you slice through the undead 
hordes, your character and weapon will become coated in blood. You'll want о keep your sword clean 
and blood-free (by shaking the Wii Remote) in order to inflict maximum damage and reduce the chance 
that your blade will get stuck in a rotten torso. If you love over-the-top action, this is one to watch. 
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what do you know—Kirkman’s a gamer himself. 


GamePro: For the newcomers in the GamePro au- 
dience, how would you best describe The Walk- 
ing Dead? 


Robert Kirkman: The easiest way is “It’s the zom- 
bie movie that never ends.” The Walking Dead is 
a long-term examination on the zombie apoca- 
lypse. We follow a band of survivors as they try to 
do just that...survive. Our main character is small 
town cop, Rick Grimes, but there are dozens of 
other people that weave in and out of the story. 
It's much more of a character study than just a 
zombie tale. 


GP: Why are zombies so damned fascinating? 
Do you have any insight into why they have be- 
come such an integral part of pop culture in the 
last five years? 


RK: They're pretty damn cool, visually and themat- 
ically, and that goes a long way. The more artsy 
way of putting it is they play on our worst fear: the 
fear of death. They're a mirror image of our future. 
So they're much more threatening than the aver- 
age vampire or werewolf on a symbolic level. 


GP: You once mentioned that you love zombie 
films and that creating The Walking Dead was a 
way for you to keep a "zombie apocalypse" prem- 
ise going indefinitely. In your opinion as a zombie 
fan, what are the all-time best zombie movies? 


RK: George A. Romero's movies are the zombie 
bible. Those four movies are must-sees (I don't 
count Diary of the Dead, but Land of the Dead 
is great). As for something more obscure, I’ve 
gotta go with Zombie (or Zombi 2, the original 
Italian title) by Lucio Fulci. It's a great movie, it's 
got cool effects and one of those eerie out-dated 
soundtracks that make horror movies so cool. | do 
feel the need to say Shaun of the Dead is the best 
zombie movie of the last 20 years...and the Night 
of the Living Dead remake directed by Tom Savini 
is pretty damn great, also. Oh, and Dead Alive is 
certainly a must see! 


hile researching Resident Evil 5 for this month's exclusive hands-on report, GamePro senior 
editor Sid Shuman reached out to one of the top zombie experts in the world: Robert Kirkman, 
creator of the brutal, disturbing, and darkly humorous graphic novel The Walking Dead. And 


GP: Do you consider yourself a gamer? What 
дате(5) would you say nail the definitive zom- 
bie experience? 


RK: I'm a bad gamer. l'm just not very good at it 
and | don't have the time to commit to getting bet- 
ter. | own all the current systems and | have a few 
games for each. | have Dead Rising but haven't 
played it yet. Resident Evil 4 was fun, би can't get 
past that town where the guy carries the chainsaw. 
| played the first Resident Evil almost completely 
through, and it's great, nice, and creepy. I'd have 
to say Resident Evil [is the best "zombie game"] 
just because l've played it the most, but my video 
game experience is sadly limited. There's a new 
game coming out called Left 4 Dead that looks 
ground-breaking in terms of zombie games...I'll 
be checking that out for sure. 


GP: What would your "dream" zombie video 
game experience be? As an example, | would per- 
sonally love to see a game where players have 
to reinforce and barricade a house, scavenge for 
food, and so on. 


RK: | think that's the dream game for all zombie 
fans. I'd love to see a game with a Grand Theft 
Auto-type infrastructure, but with more role- 
playing game aspects like making friends and 
building secure shelter and finding food. ! think 
there's a lot of untapped potential to that. You 
could have a lot of scary violent stuff, but also 
have puzzles and bring in a lot of emotion and 
story to the game that would make it really mem- 
orable. The Walking Dead would be the perfect 
game to try this out on... heh. 


GP: So why isn't The Walking Dead a video game 
ora TV show yet? Have you been exploring other 
avenues for branching out your zombie universe 
in other ways? 


RK: These things just take time. Also, the book is 

very successful, so I’m in the unique position to 

tell people “no” if it's not the perfect deal. Not ev- 

erything gets made into a movie, video game, or 
TV show...and even fewer get done right. I'm be- 

ing pretty protective, waiting for that perfect com- 

bination of people interested in doing right by The 
Walking Dead universe. 
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RK: Lord, | don't know. | think the book has really achieved that 
whole “anyone can die at any second” atmosphere, and that’s 
pretty cool if you're into it. | mean, anything can happen in this 
book, and does. It's a dramatic roller-coaster ride. 


RK: It's justlogical. Humans are terrible, right? | mean, we're al- 
ready doing all kinds of sick and twisted things. | don’t think the 
end of the world would make that go away. Also, the sick peo- 
ple who are accustomed to atrocity would have a much easier 
time surviving in this world, so they would greatly outnumber 
the nice guys of the world. Zombies just want one thing—and 
they're slow as all heck, so they're only deadly in numbers. 
Also, zombies can't lie. 


RK: It's really just an arbitrary thing, like life. | decide who to 
kill by looking over the story and picking who would have the 
most impact. l've killed a ton of characters | didn't want to, but 
the story demanded it. | miss a bunch of those characters but, 
y'know, that's how it goes in life. And aside from the zombies, 
I'm trying to keep this book as realistic as possible, so you 
gotta break some eggs every now and then. 
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` FROM:THE STREETS TO THE SKY, IT'S CAPCOM'S TIME 
TO: SHINE, Wiru RESIDENT Evi. 5 А SUREFIRE HIT, 
THE JAPANESE COMPANY IS ADDING TO IT A TRIO OF 
GEMS IN 2009: BIONIC COMMANDO, DARK Voro, ANO 
THE RETURN OF STREET FIGHTER, HERES A SPECIAL 
LOOK AT THESE THREE GAMES, COMING FROM CAPCOM 
IN THE POST-HOLIOAY SEASON, 


Md 
By Curis Moreu, Travis Moses, ano Dave Ruoven 
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he year was 1992. | coaxed my parents 

into driving me down to an LA mini- 

mall Electronics Boutique (the origi- 

nal name for EB Games) to exchange 

a stack of crappy SNES cartridges for 
a shiny new copy of Street Fighter ||. And then | 
missed school...a lot of it. And when | could no 
longer feign sickness, | demanded to stay home 
and play more Street Fighter |. You can imagine 
how well that worked. 

And that was the last time | was addicted 
to a fighting game. Sixteen years seems like an 
eternity, and even though Street Fighter Ill came 
along a few years later, it was a major departure 
(no Ken? No Zangief?) and proved to be the most 
controversial, polarizing entry in the series. Since 
then, we've also seen multiple iterations of Tek- 
ken, Soulcalibur and Dead or Alive, as well as nu- 
merous spin-offs of the Street Fighter games. But 
nothing has ever come close to matching the fast, 
ferocious fun that was Street Fighter Il. 


Until now. We played the Xbox 360 version of 
Street Fighter IV for the first time, and it screams 
fun—the kind of accessible, appealing fighting- 
game fun that made Street Fighter II such a breath 
of fresh air. Add fantastic new 3D graphics, old- 
school 2D fighting, a huge list of characters, and 
arobust new online mode, and you've got an epic 
fighting game package. Is Street Fighter IV the 
best fighting game ever? We're about to find out. 


Rather than continuing the trend of creating self- 
contained storylines in past Street Fighter games, 
Capcom producer Yoshinori Ono set out to weave 
all the separate threads together for Street Fighter 
IV. “We're adding a lot more story elements than 
you've seen in previous Street Fighter games," 
Ono says, "to establish an everarching canon that 
covers the entire Street Fighter universe." 

Street Fighter IV is already playable in Japa- 
nese arcades, butthe home versions will offer a de- 


luxe package with plenty:of new bells and whistles. 
Street Fighter IV on the Xbox 360, PlayStation 3, and 
PC will bring a slew of additional characters and in- 
game movies to enhance the storyline, which picks 
up after the events of Street Fighter |. The cast of 
characters will be instantly recognizable to Street 
Fighter Il fans. Ken, Ryu, Guile, Chun Li, Blanka—the 
gang's all here. The home versions of Street Fighter 
IV will include several extra characters not seen in 
the arcade original, and Ono said that these bonus 
characters were strongly influenced by the fans. 
“We decided we shouldn't make all of the decisions 
on which characters should go in,” says Ono, “and 
we should listen to what the fans want.” 

So the fans spoke, via a poll on the Street 
Fighter website, and Super SFIl Turbo veteran 
Cammy was added to the Street Fighter IV fight- 
ing roster. She joins six other new characters— 
Gen, Seth, Fei Long, Dan, Sakura, and Gouken (aka 
"Sheng Long")—in addition to the large cast of 
fighters that carry over from the arcade version. 
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Wuar A CHARACTER 
With different development teams creating so 
many Street Fighter iterations over the years, 
the many stories and subplots for each character 
makes it complicated to create a new game with 
a coherent story. But this is a fighting game, after 
all, and Ono and the rest of the Street Fighter IV 
team are out to make the best sense they can out 
of so many loose storyline threads. 

Both Cammy and Gen, the newest additions 
to the roster, have rather diluted histories in the 
Street Fighter series. In Street Fighter |, Cammy 
was working with a secret agency called Delta Red 
Il to take down the company that brainwashed her, 
called Shadaloo. In Street Figther IV, Cammy is in- 
vestigating the connection between a seedy new 
organization, SIN, and Shadaloo. 

But Cammy's fighting style doesn't replicate 
her history as an assassin. "What you will see is 
а focus on the basics of what Cammy has always 
been able to do from back in Super Street Fighter 
11...а lot of kick- and limb-based moves, and we're 
using that as a base for expanding upon it," Ono 
explains. "So there may be ways to connect 
these together to make new combos that people 
couldn't do before." And because we saw Cammy 
in action, we can vouch for Ono's description. Her 
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patented Cannon 
backfist, a Hooligan Ro 
binations of kicks and sl 
per and Ultra moves. : UE 

For Gen, things are a little different, speci 
cally due to his dual personalities and two distinct — 
fighting styles. “There was some debate intetnall 
as to which version of Gen we would include 
SFIV," One remembers, "but we’ 
towards the White Gen as he's 
more about perfecting his tech- 
niques and focusing on being a 
good fighter.” But he does have 
two different fighting styles in 
this game. And he’s aged sub- 
stantially, which will play into 
his story in Street Fighter IV, as 
will his connection with Chun 
Li’s dead father. With Gen's 
SFIV fighting style, we noticed 
a definite influence from the SF 
Alpha games. But Gen has seen 
many upgrades as well, includ- 
ing an anti-air grab and an Ultra Super: Anti-air Grab 


move that dashes him from sid Ultra: Fast Dash (from side to side) 
to side. E 2 


Name: Gen 


First Appearance: Street Fighter 


Notable Street Fighter IV Moves: 
Quick Roll (into a punch or kick) 

Wall Jump 

Multi-hand Slap. 


Focus Attack: Open Palm Punch 
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Asa whole, Street Fighter IV plays like a dream, 
encompassing everything a fan could want in the 
next true Street Fighter sequel. Not only does it 
play a lot like Street Fighter |—ме performed vin- 
tage Blanka and M. Bison combos without a hitch— 
but it adds a whole new layer for experts to master. 
And graphically, the game looks stunning: it com- 
bines lush 3D graphics and butter-smooth anima- 
tion with the simplicity of a 2D fighting game. 


HE WORSE ИЛЕС Wh VEA id 

But if you're going to release a fighting game in 2009, 
you better have a plan for online. And the SFIV team 
has been notoriously tight-lipped about its plans for 
online multiplayer. Yet with the game right around 
the corner, Ono let loose some early details for the 
game's network-connected multiplayer mode. 

“We don't you put up hurdles...we want to 
make it as easy as if there was someone sitting 
next to you in an arcade," Ono hints. "We're 


Name: Cammy 


New CHARACTER SPOTUGHT, 


First Appearance: Super Street Fighter || 


Spinning Backfist 


Notable Street Fighter IV Moves: 
Cannon Drill (she yells, "Spiral Arrow!") 


Cannon Spike (a dragon punch with a kick) 
Mid-air throw (slams opponent down in mid-air) 
Hooligan Roll (can be cancelled into a m 


irthrow) 


Focus Attack: Circular kick 


going to engineer the home version of the game 
so you can actually play in arcade mode and you 
can turn on a function that would allow match- 
making in the background, so you could just have 
somebody jump in exactly as they would at the 
arcade," Ono says. "No one's really done this be- 
fore, so it has potential to be really, really huge." 
But it goes even deeper. "There's a ridiculous 
amount of options and filters you can turn on," he 
continues, "and if you prefer to not have a function 
on at all, you can turn it off, or choose only ranked 
matches or player matches." And if you want some 
truly strenuous practice, Ono says, "you can even 
set it so you only fight people that are significantly 
better than you based upon the battle point count." 
Once you set your options, you'll be able to hop 
into arcade mode for a few quick warm-up rounds 
while you wait for a challenger to join your game. 
With Street Fighter IV's new online mode, 
Ono is aiming for something almost unheard 
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Super and Ultra: Combos and variations of arrows and slams 


of among shooters and fighters: creating a 
solid matchmaking experience that functions 
in the background. And it's an inventive way to 
seamlessly blend single-player and multiplayer 
modes into one cohesive experience. And don't 
worry about lag: The team is working hard to 
"cleverly hide" any lag, but the online modes are 
being testing across the Pacific and the game is 
running smoothly already. 


With a new, potentially groundbreaking online 
mode and field-tested arcade versus battles, 
Street Fighter IV is already a huge win for Street 
Fighter fans...or anyone who loves the inher- 
ent fun of arcade-style fighters, for that matter. 
And hey, if you're lucky enough to live near an 
arcade, hunt down a Street Fighter IV machine 
and practice up. You're going to need it come 
early 2009. 
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Bionic Commando and plays the entire first chapter of “Broken City,” 
parts of “Fissure,” a later chapter in the game, and fights a new boss 
you haven't seen or heard of anywhere else. 


3IONIC 3EGINNINGS 

The game begins with a falsely imprisoned and armless Nathan Spencer 
(Bionic Commando), and a proposition for freedom. The new Bionic 
Commando takes place 10 years after the NES adventure. During thistime, 
the great bionic purge seized and imprisoned Nathan Spencer for affairs 
he had no part in. But after an experimental nuclear weapon explodes in 
Ascension City, Nathan is offered a second chance to redeem his name 
and bionic origins by investigating the radioactive dustbowl. 

Accepting the mission, Nathan is dropped into Ascension City, now 
called the "Broken City," and this is where you start playing. Your first 
mission is to find Nathan's bionic arm, since the government deemed 
it unsafe to equip the arm before the mission. Equipped with only the 
Tungsten pistol and a couple of frag grenades, which are proximity fused 
and can be used as conventional mines, you'll fight through a few basic 
grunts before discovering Nathan's bionic arm. When the arm is painfully 
installed, Nathan slips into a trance and enters a flashback , which is a virtual 
training session, and plays as the original Nathan "RAD" Spencer. 


| an exclusive unveiling, GamePro witnesses the opening cinematic of 
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300 1.35. OF STEEL 

Immediately after the tutorial stage, the real game starts and the 
difficulty ramps up. One hundred stories above ground, you look out 
over the nuclear blast site. Clearly the only way forward is straight down. 
You leap from the high perch and dive toward the ground. If you time it 
correctly, you'll latch on a nearby neon sign and swing away to safety; 
if you miss, Nathan will smash into the ground and the epic moment is 
lost. Aww... 

Much of the first chapter consists of basic swinging and small shoot- 
outs with weakling grunt enemies. It’s nothing too special, but it offers a 
chance to take in the visually breathtaking scenery; there are also plenty 
of objects to swing from so you can get the “hang of things” at a comfort- 
able pace (pun intended). 

A nice addition to the core gameplay is the implementation of 
“Active Challenges.” Active Challenges are in-game achievements that 
boost your skills in particular fields. For example, the first in a long line 
of Active Challenges for explosives requires you to kill two enemies 
with a single grenade. This will increase the damage and blast radius 
of your explosives. The second explosives challenge requires you to kill 
four enemies with one grenade and will further boost your explosive 
expertise and so forth; there are similar challenges for shooting and 
swinging as well. 


3URAQ GUNSHIP 
The next chapter Capcom showed us was 
called “Fissure.” Encountered much later in the 
game, the levels in Fissure primarily take place 
underground in a massive cave and turnpike 
tunnel. There are few overhanging objects to 
swing from, so by this point you will need to 
have mastered wall swings. 

But the real majesty of the Fissure chapter 15 
the boss fight, which takes place atop one of the 
tallest building we've ever seen in a video game. 
The closest rival building we can think of is the 
Citadel from Half-Life 2. Hundreds of stories in 
the sky, you will face the Buraq Gunship boss, 
a heavily armored aircraft equipped with heavy 
machine guns and rockets. Luckily, the top of 
the F.A. Monument building has four corner pil- 
lars to use as cover, and a giant radio antenna to 
swing from and get around more quickly. 

SPOILER ALERT: Because the Buraq Gun- 
ship can't-fly through the radio antenna, it's 
pretty easy to keep track of—its size and inces- 
sant machine gun fire make it stand out against 
the skyline. The trick to not getting hit is to keep 


WEAPONS OF CHOICE 


SUPER JOE'S MACHINE GUN 


moving. If you stay in one spot for too long the 
Buraq Gunship will rain rockets on your pa- 
rade. So here’s how you defeat this boss: Ev- 
ery few minutes or so, equipment pods will be 
dropped on your location that have Tarantula 
Homing Rocket Launchers in them (see Weap- 
ons of Choice sidebar), Use the homing rockets 
to target the Buraq Gunship’s weak spots and 
fire away. You'll need to do this roughly six to 
eight times before the battle is won. 

Like the two-dimensional side-scrolling Bi- 
onic Commando's that came before it, Bionic 
Commando for the PlayStation 3 and Xbox 360 is 
a challenging game to play. It demands a gamer 
with patience, tenacity, and most importantly a 
higher sense of hand-and-eye coordination. It's 
not that you're initially jettisoned off the top of 
a building with zero understanding of how the 
controls and swing mechanics work. (There is 
actually a substantial tutorial on how to walk, 
run, swing, and shoot.) It's just that Bionic Com- 
mando comes from Capcom's hard roots of chal- 
lenging games such as Mega Man, and quickly 
weeds out the wannabe heroes in spandex. 


M CREE 


Super Joe's Machine Gun isthe most versatile weapon 
inthe game. The Hiker shotgun has limited range, and 
the Bulldog grenade launcher fires too slow. You'll 
find a nice medium between firing rate, range, and 
damage using Super Joe's Machine Gun, which can 
be devastating when aiming down the sites. 


TARANTULA HOMING 
ROCKET LAUNCHER 
The Tarantula appears to be the most powerful 
weapon in the game. When aiming down the sites, 
the Tarantula enters lock-on mode and can target 
up to five enemies. Releasing the trigger fires how- 
ever many rockets as targets locked on. 


ОМ АЗОМЕ 
While in the air over an enemy, double tap the 
Y-button to send yourself plummeting down 
on top of enemies for instant kills. Death 
From Above is also useful to save yourself 
from overshooting floating platforms. 


HEAVY PUNCH COM30 

The Heavy Punch Combo consists of an up- 
percut, jump, and mega punch. Press the Y, 
A, and B-buttons in order to volley enemies or 
objects in the air and then send them flying. 


Kiting lifts enemies into the air and inca- 
pacitates them, allowing you to inflict con- 
tinuous damage. Press and hold the Left 
Trigger to connect with a targeted enemy 
and then double tap the Y-button to send 
them flying into the air. Continue to shoot 
them in the air and juggle them with dev- 
astating gunfire. Kiting can transition into 
a throw (explained below). 


THROW 

A throw takes a while to perform and it leaves 
you vulnerable for a few seconds, but it can 
have explosive results, depending on the 
weight and size of the ob; уоште throw- 
ing. Press and hold the Left Trigger to pick up 
a targeted object with your bionic arm then 
double tap the B-button to throw it. Enemies, 
rocks, and cars are just a few examples of 
things that can be thrown. 


ZIP KICK 

The Zip Kick is by far one of the most use- 
ful moves in the game, allowing you to inflict 
medium damage and quickly close the gap 
between you and enemies. To perform the 
Zip Kick, press and hold the Left Trigger to 
connect with the bionic arm, and then dou- 
ble tap the A-button to zip forward and kick 
your foe. 
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3IOREIGN GRUNT 

The Grunt is the weakest enemy class in the 
game when it comes to health, and the easiest 
to spot from a distance thanks to their bright 
orange hazmat suits. Grunts appear to come in 
two varieties: weaker Grunts that carry Tungsten 
pistols, and the more formidable Grunts that 
carry machine guns. 
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Our only reservation about how Bionic Commando plays are the controls. Because you're thrown 
into the “swing” of things so early, you'll have to master the grapple hook mechanics as quickly 


as possible. Unfortunately, your first few attempts are almost guaranteed to result in frustration. 
To help alleviate your troubles, we've devised this simple screen shot guide on how to perform 


the perfect forward swing. 


STEP ONE: JUMP 

Jump with the A-button into a swing to build up 
а small percentage of forward momentum. Al- 
though this maneuver may seem like it's hardly 
affecting your momentum, it's better than start- 
ing a swing from underneath a graspable object, 
resulting in zero momentum. 


STEP TWO: GRASP 

Grasp with the Left Trigger to release the bionic 
grappling hook and latch onto objects. A helpful 
icon onscreen let's you know what objects are 
within reach for you to grab, and what isn't. Re- 
leasing the Left Trigger will let go of any objects. 


3IOREIGN HEAVY GRUNT 
Because Heavy Grunts have three to four times 
more health than the standard Grunt, the best 
way to take down these well-armored foes is 
with thrown objects. But it’s no easy task, for 
the Heavy Grunts are much more aggressive 
and won't hesitate to take cover and flank 
your position. 


STEP THREE: SWING 

Continue to hold the Left Trigger and point the 
left thumbstick forward to swing in that direc- 
tion. Subsequently, pull the left thumbstick 
backward to swing in reverse. This is helpful 
if you happen to lose your momentum or want 
to stop swinging. 


STEP FOUR: RELEASE 

Watch for an onscreen icon that will turn blue 
for a brief moment, signifying the best time to 
release your grasp and let momentum do the 
rest. Happy swinging. 
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IMPERIAL SNIPER 

Imperial Snipers are the real deal when it comes 
to the definition of a sniper that lies concealed 
from a distant position. Imperial Snipers hunt in 
packs from crossfire positions and are equipped 
with the Yelena sniper rifle, which packs a deadly 
punch but can be easily spotted by its revealing 
laser sight. 
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5 Take flight, and then take cover in this unique shooter. 


p М ith the advances in the past few gaming generations, the lack of 
J 3D jetpack fun, outside of the bleh blastoffs in Star Wars: Bounty 


~ T Hunter and GTA: San Andreas, is nothing short of a travesty. Cap- 
v 1 
ү, 


com, thankfully, is taking the action genre in a brave new direction with Dark 
Void, creating a game that not only does the jetpack justice, but uses it to fos- 
а # ter innovation in the run-and-gun genre. 


Here's what we know of Dark Void's story so far. Will, the game's protagonist, 
4 ^ s crashes his plane in the Bermuda triangle, waking up in an exotic new land 
run by aliens. Known as The Watchers, they sport robotic armor with heavy 
ammo and, yes, the ability to self-propel. Will takes the fightto the alien scum, 
hoping to free fellow humans and return home. While the steampunk, 1940s 
serial setting is cool, Will was kept under his helmet for far too long. l've been 
told the final game's narrative will provide a better introduction. Additionally, 
the enemies consisted of roughly three different flavors of robot, but "И chalk 


it up to the stages being shown thus far and hope that the narrative opens 

> up in terms of both character development and introduction. Thankfully, a 

2 | A newly-introduced boss portends some industrial-looking shells hiding hid- 
d | eously slimy creatures. 


There are three major methods of movement in Dark Void. The on-foot com- 
bat is very similar to Gears of War, with a heavy emphasis on cover, blind 
fire, and hand-to-hand attacks. The next level of gameplay utilizes the hover 
pack, which you activate via a double jump. It allows you to move through the 
skies at a pace slightly slower than running, but opens up the combat from 
the closed-in cover style. For example, one encounter with a pair of enemies 
occurred with cover points on both sides of a small pit. Where a game like 
Gears would have you trading shots across the crevasse, Dark Void allows for 
an imaginative solution: flanking the enemies from the side with some eva- 
sive hovering. 

The hover pack also allows for the game's greatest innovation—vertical 
cover. When traversing up the side of a cliff, for example, Will zips from out- 
cropping to outcropping, picking off enemies peeking out from over cliffs or 
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melee attacking ones directly above, shimmying from side to side to avoid falling enemies 
that can knock Will off his perch. The most original moment I’ve seen in a shooter in quite 
some time took place during a vertical firefight. | found myself hanging on one of two cliffs 
adjacent to an enemy. Hopping across wasn't an option, so | literally turned Will's focus 
so that he was shooting directly across while upside-down. | picked off the enemy, and ге- 
sumed my upward focus, but that crazy shooting angle won't soon be forgotten. 

The final method of gameplay is full-on flight. You can take to the skies with a jetpack 
that shoots Will sky-high and flying at Mach speed. Unfortunately, it’s tough to whip out a 
firearm when you're battling 100 MPH wind resistance, so you're stuck with the jetpack's 
integrated weaponry. Weapon-equipped jetpacks appear later in the game, but without 
that luxury, | had to take down enemy UFOs GTA-style. When in sniffing distance of a UFO, 
you can latch onto it, clinging on for dear life as the ship tries to shake you off. By pulling 
off panels, you'll eventually draw out the alien pilot, and can wrestle the ship from his grip. 
After that, you've got control of the spaceship, and can blast the other aliens out of the sky 
while piloting the UFO. 


Previously-shown stages have featured all of the previously-mentioned game mechan- 
ics, but in sort of a staggered staccato style. The newest stage, premiered exclusively to 
GamePro, ties the gameplay together in a much more cohesive manner, with a unique mini- 
boss called the Archon. In order to reach it, Will first had to race through hangars that could 
be tackled with standard Gears-style cover-kill-advance movement, or by raining death 
from above on the hapless aliens. After clearing that section, Will had to fly to a floating 
power generator core. Upon reaching the generator base, we peered up into the generator 
and spotted a series of platforms, with a multitude of ways to traverse them. Will could con- 
tinue to fly towards the center at top speed like Luke Skywalker during the Death Star run, 
provided he avoided crashing into the many obstacles. Then there's the scenic route; hov- 
ering up gradually, landing on the many platforms and expertly taking down The Watchers 
along the way. And finally, there's the fun way, using the vertical cover approach, zipping 
from underneath the ledges until reaching the core. 

Now onto the next target: the Archon. This battle unfolded in a manner similar to the 
UFO encounters, in that the hero had to scurry about the body of the mechanical beast. 
This fight reminded us a bit of Shadow of the Colossus, as Will had to find and target the 
weak spots on the Archon: its front cannon and two circular switches on its back. Once we 
activated those switches, the hatch opened and a particularly disgusting alien known as the 
Sarpa emerged. Will engaged in some button-prompt brawling with the weird and winged 
purple creature, eventually cracking its neck (we think it was its neck: alien anatomy is a 
complicated field) and ending the skirmish. If the development team at Airtight can con- 
tinue to create diverse stages as well as introduce different boss fight experiences (a dog- 
fighting behemoth, perhaps?), this game's potential will shoot through the stratosphere. 


D 


AND GONNA BE A LONG LONG TIME 
Dark Void is still months off, and the developers were tight-lipped about a playable demo 
and even а general release date. And similarly, topics like multiplayer are still quite some 
time away from even being discussed. What is obvious now is that Dark Void is doing things 
differently, and so far, doing them well. Mixing flight with action shooting isn't easy, but 
Dark Void seems to have found the right balance. Can it keep stable for hours on end? We'll 


have to wait for more light to be shed on that. 
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FiLLing the void 
3 games to prepare 
you for darh void 


Dark Void may be very original, but there 
are a few games that can prepare you for 
the many parts of this unique shooter. 


CRIMSON SKIES: 


HIGH ROAD TO REVENGE 

Dark Void's developer, Airtight Studios, con- 
sists of many team members that formerly 
worked on the original Xbox's well-received 
flight sim High Road to Revenge. The sim- 
ple, yet deep flight mechanics in Crimson 
Skies are carried over quite well into Dark 
Void's jetpack mechanics. 


SHADOW OF THE COLOSSUS 
Between the Archon, and a few other 
bosses I’ve seen but can't talk about, Dark 
Void has its share of insanely huge enemies 
to take down. Like Colossus, Dark Void is 
about scaling these bosses and hanging on 
for dear life, hoping to find the weak spot. 


GEARS OF WAR 

Between ground combat, and vertical cover, 
Dark Void still has a very Gears-y vibe when 
Will isn't airborne. In fact, the vertical cover 
shootouts takes the intensity of Gears's 
cover combat and kicks it up 10 notches. 
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СНАРТЕН 1: 


WELCOME ТО DELTA 


s. The impenetrable stone of Jacinto Pl 
/ protective shield against the assault oi 


Ben Carmine is one of several Carmine brothers 
active in the Gears. His brother, Anthony 

- Carmine, was killed during the events of the first 
Gears of War game, though it is possible to play 
as Anthony during multiplayer matches! 


After the introduction, you are given a 
choice: you can either go to training 
(Chapter 1) or directly into the conflict 
(Chapter 2). Training is very short, and 
it's a good refresher if you haven't played 
Gears of War in awhile. Plus, you may 
also want to zip through it to pick up the 
two collectibles in the training grounds. 


BRADYGAMES" 


aN 


Son of the scientist Adam Fenix, Marcus spent years imprisoned іла. 
maximum security facility for the crime of desertion in a combat situation. 
1 Only Dominic Santiago's good word during the trial saved him from execution. 


à А 


When he was freed from prison by Dom and re-enlisted into the COG military, 
у he became part of a four-man team credited with detonating the Lightmass 
a Ny EL bomb and delivering a crippling blow to the Locust. 


Now Marcus serves as leader of Delta Squad and is something of a war hero to the 


newer Gears. 


4 KILLER 
WRETCH BOTTLES 


Not out here, kid; Golden Rule of the Gears is: Take cover or die. 


on't miss the first collectible at this point. 
| The La 


Standard COG-issue weaponry, the Lancer is an 
effective assault rifle with a brutal chainsaw bayonet 
attached on the front. 


The Lancer easily can be your primary weapon for 
the bulk of the campaign. You nearly always have 
access to it, as well as ammo for it. 


Just down the alley as you begin the training run, 
check the ground in the middle of the street for the 
first collectible, The Eagle Newspaper. 


The standard issue sidearm for Gears, the Snub 
Pistol is a quick-firing semi-auto pistol with 
good accuracy. It also has a slight zoom, though 
it is less useful for long-range sniping—the 
zoom is best for targeting exposed bits of 
Locust behind cover. 
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ENCOUNTER 


Frag Grenades 


rey 


Frag Grenades are 

very powerful weapons, 
especially against large groups or Locust 
behind cover. 

At the risk of exposing yourself to enemy fire, 
you can throw grenades with pinpoint accuracy 
if you take aim, or you can 'blindfire,' simply 
throwing a grenade without sighting its landing. 
Throwing grenades by hand at nearby targets or 
enemies openly approaching your cover works 
extremely well. 

You can also use Frag Grenades to close 
emergence holes. Or you can stick them to 
walls by tapping Melee when you're near а solid 


surface. This allows them to act as makeshift 
proximity mines. 


BRADYGAMES" 


You can find the second collectible in this small 
room, opposite the direction that exits the 

| tutorial area. 

у | 

г WRETCH 


Drivers 


After you drop down the ladder near the end of 
the training course, turn to your right and make 
your way into the garage. Inside, you can find the 
Ambulance Driver's Log. 


EXECUTIONS ша LONG EXECUTIONS 


Gears of War 2 multiplayer gives you more ways than ever to put a blood-soaked exclamation mark on 
your victory! The Curbstomp and Chainsaw executions were great ways to express your dominance 

in the original game. Now there are so many butt-kicking executions to perform, you'll find yourself 
purposely avoiding headshots just for the thrill of performing the perfect in-your-face finishing move 
to thoroughly embarrass your opponent. After all, that's what this is all about, right? А ш 
KICK ‘EM WHEN THEY’RE DOWN Chainsaw: Use the Lancer to chainsaw an 


Perform all eleven unique Executions to earn the Kick ‘em When Тћеу те Down Achievement. enemy in half by pressing the © Button. You 
1. Curbstomp 7. Longshot Quick Execution сап do this with a downward slice while facing 
2. Neckbreaker (when meatshielding someone) 8. Face Punch the enemy or by sawing upward, through — — 
3. Boomshield Spike 9. Boltok Pistol Long Execution the erotch, while standing behind the enemy, à 
4. Generic Quick Execution 10. Torque Bow Long Execution This is the only execution that doesn't require: : 
5. Torque Bow Quick Execution 17. Longshot Long Execution downing an enemy. 


6. Shotgun Quick Execution 
QUICK EXECUTIONS 
Quick executions are performed by tapping the © Button as you stand over a downed opponent. They 
come in handy when you need to execute the opponent quickly, before another foe rushes you. 


Curbstomp: Rush up to a downed enemy and 
press the @ Button to crush his head beneath 
your boot. 


Longshot: Down an enemy and press the @ Button to swing the 
Longshot overhead like a club and bash the enemy to death with 
the rifle’s stock, — 


Neckbreaker: You can snap an enemy's neck 
while dragging him around as a meat shield, 
S REY This happens automatically after prolonged — 
Gnasher: You can use the Gnasher to. perform a jaw-breaking use, or you can press the @ Button to do it 
Mi execution on a downed enemy. Press the © Button to flip the manually. 
- Gnasher into the air, grab it by the barrel, and swing it like a golf club 
at the enemy's head, 


Torque Bow Decapitation: Stand by a downed enemy and press 
the @ Button while holding the Torque Bow to use its blades and 
your character's boot to decapitate the victim. 


Boltok Pistol: Press the © Button. Down an - 
enemy while carrying the Boltok Pistol and spin 
the weapon around in the air before cracking It 
across the fallen foe's skull. 


Grenades: The downed player is tagged with the particular grenade selected. The normal grenade 
tagging animation is played. 


Frag Grenade: When the grenade's timer expires, the enemy explodes. Nearby enemies suffer 
damage or explode, depending on their distance. The player that initiates the tag can also be hurt 
or killed if he does not escape the blast. 


Ink Grenade: A DNBO player is not killed instantly when he is tagged with an Ink Grenade. Rather, 
he suffers damage as if he is standing near it. Of course, he can't get away from the grenade and 


it inflicts enough damage to kill the downed player within seconds. Boomshield Spike: Press the @ Button to 
slam the Boomshield onto the back of a 


downed enemy, thus impaling the target with the 
spikes on the bottom of the shield: 


Smoke Grenade: This inflicts no damage, but nearby enemies of the tagging player are affected 
(according to team damage rules, if applicable). The DBNO player doesn't die from the detonation 
and doesn't suffer any damage. 
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The Prince of Persia franchise has been around for a long while. The first installment was 
released back in 1989 and while lots of other gaming series have come and gone, Prince of 
Persia has withstood the test of time. What's the secret? An uncanny ability to stay with the 
times, of course. The franchise received a much lauded reboot in 2003 with the release of 
the critically acclaimed Sands of Time, a game that reimagined the familiar 2D sidescroll- 
ing action of the originals and took it to new heights. It served up a heady mix of acrobat- 
ics, swordplay, and time bending, all wrapped up in a deep and complex plot that came to a 
satisfying conclusion. The series would go on to spawn two more sequels that only added 
to its impressive legacy. 


Now, no one would have blamed Ubisoft had they merely expanded upon that proven for- 
mula for the jump to the current crop of next-gen consoles; after all, why fix what isn’t bro- 
ken, right? But with the new Prince of Persia, Ubisoft again demonstrates their ability to stay 
flexible and current. Rather than rely upon the tried and true, they went back to the drawing 
board and took a big gamble: they took out the time manipulation mechanic—a hallmark of 
the series—and ditched the established visual style for a cel-shaded vibe. Normally, such a 
radical shift in design philosophy ends in disaster, but that’s not the case here: Prince of Per- 
sia is a dramatic leap forward, one that brings the franchise into the current generation of 
gaming with a bang. 


Senior Editor Chris Morell stepped into the sandals of the Prince and explored every sand- 
covered inch of Ubisoft’s bold new world. His review lies on the other side of this page, so 
read on and see why the new Prince of Persia is definitely worth your time. 


GAME REVIEWS: 


Call of Duty: World at War (PS3, Xbox 360, PC).. 5 Mirror's Edge (PS3, Xbox 360) ... 
Fable Il (Xbox 360)... Н Prince of Persia (Xbox 360). 
Guitar Hero: On Tour Decades (DS) . Resistance 2 (Р53). 


Guitar Hero World Tour (Xbox 360) Tomb Raider: Underworld (Xbox 36! 
The Last Remnant (Xbox 360). 


What а year it's been. By the time you read this, most, if not all, of the holiday releases will have fl 
found their way onto store shelves and we do not envy the decisions that you'll have to make. \ 
Regardless of which platform you game on, there is a wealth of titles for you to choose from; 

it truly will be a happy holidays for us gamers. And it is in this spirit of abundance and good JAN 
cheer that we, the GamePro staff, wish you and yours a wonderful holiday season. We hope ( EA * ! 
x the upcoming days will be filled with friends, family, and most importantly, fun. So take 0 

some time to gather around your television with those you love, because the family that 

games together stays together. " 
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GAMEPRO's RATING SCALE 


Behind the Stars 


lr The best of the best. If you don't own this game, you should. 
Think Halo, Zelda, Resident Evil, and Metal Gear Solid. 
4.5 to 5 Stars 
r = Highly enjoyable, but falls short of true greatness. 
The Fight Nights and Tony Hawks of the world. 
3.5 to 4 Stars 


Чч * * Approach with caution—try before you buy. Enter the Matrix 
and the Dynasty Warriors games fall squarely in this category. 


2.5 to 3 Stars 


к * Ж * Should come with a sticker: “Warning, contains poisonous 


amounts of suckage.” Remember Backyard Wrestling? Games that score 7 or 
1.5 to 2 Stars higher are awarded our coveted 


Editors’ Choice Award. 
Ж Ж * Ж Ж An absolute insult to humanity. 


Kill it with fire and holy water. 
Oto 1 Star 


As beautiful as the world of Prince of Persia is, it’s still a dangerous place to navigate. 
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as never a huge fan of the original Prince 
I: Persia games, but when the series was re- 
born in 2003's The Sands of Time, | quickly be- 
came a fanboy. The ensuing trilogy on the PS2 
and Xbox took the Prince's platforming roots and 
turned them into full-scale displays of acrobatics 
and dazzling swordplay. But the Prince's ability to 
reverse time became the core of the three afore- 
mentioned games—and it’s mysteriously absent 
in the franchise’s debut on the PS3 and Xbox 360. 


But it’s not the end of the world because the 
new Prince of Persia represents a fresh start for the 
series. Not only is the time control mechanic gone, 
but the visual style has been completely over- 
hauled, placing the Prince in a colorful yet gritty 
cel-shaded world. Fans ofthe series will be relieved 
to hear, though, that stunning leaps and wall-runs 
still form the basis of the gameplay. There's also 
a new sword-based combat system and abundant 
environmental puzzles to solve. The new founda- 


tion proves to be a boon for the Prince because 
the old formula was starting to smell stale. In my 
opinion, the new story line, visual update, and im- 
proved gameplay mechanics are just what the doc- 
tor ordered—it culminates in a game that is much 
more fun than its close cousin, Assassin's Creed. 


HEALING A DARK WORLD 
The plot line that began in The Sands of Time and 
concluded with The Two Thrones has officially 
ended. Our new Prince appears in this game, 
caught in a sandstorm, attempting to make his 
way home. "Farah!" the Prince shouts, several 
times over—a nod to the previous trilogy where 
fans might think the Prince is looking for the In- 
dian Princess of the same name. But he's actually 
looking for his donkey, Farah, who has wandered 
off with his gold. What he finds instead is a mys- 
terious woman named Elika. Soon they are both 
drawn into a story that has the duo racing to re- 
store beauty to the land, corrupted by the god of 
darkness, Ahriman. 
WherepastPrinceofPersiagames wereusually 
about the Prince and his journey, this one is more 
about Elika. Strangely powerful, she compliments 
thisnew "average" Princenicely.Elikaisconnected 
to the land and her powerful abilities give the 
Prince the ability to traverse the world in search of 
light seeds, which allow her to unlock four special 
abilities (these abilities factor into the "platform- 
ing" aspects of play), attack enemies, and save the 


Fluid and wonderfully fun, traversing this colorf 


Prince whenever he falls to impending death (thus 
replacing the need for time reversal). Because 
Ormazd, the god of light, is nowhere to be found, 
the Prince and Elika are out to restore the land to 
its colorful, green state all on their own. 


EXPLORING AT WILL 

The game is much more open-ended than other 
Prince of Persia games. | was a bit confused 
when | first began playing because this game 
is structured quite differently, encouraging you 
to forge your own path. But there's ample guid- 
ance along the way, specifically through Elika 
whose magical trail allows you to see the path to 
your next destination at any time, which comes 
in handy. 

There are four special powers to unlock to 
progress to the end of the game—these allow the 
pair to fly, run, and perform other special maneu- 
vers to reach "locked" routes— but to do that, the 
Prince and Elika must heal about 20 corrupted ar- 
eas, each one linking to the next, making a chain 
of obstacles for the duo to platform through. Each 
“healed” area turns colorful and fertile, opening 
up 45 seeds to collect. Some are easy to reach, 
and others are much more difficult. But each of 
the four main powers requires a specific number 
of seeds to unlock, so you'll need to collect hun- 
dreds as you progress through the game. Not all 
of them are necessary to get, but finding them is 
half the fun. 


m 


yet gritty world never gets old. 


AMAZING ACROBAT 

And that's where the insane platforming and ac- 
robatic maneuvering comes in. Because Elika can 
reach out and save the Prince from any deadly fall, 
repeating obstacles over and over is usually avoid- 
able. This gives the game a more fluid sense of 
play, and keeps it moving forward at a steady pace. 
| found this much more pleasing than the often 
frustrating challenges of other Prince games, usu- 
ally because if you died, you'd often have to repeat 
some rather lengthy sections. 

Most of the corrupted areas require a boss or 
mini-boss battle to heal them, and these get pro- 
gressively difficult along the journey. | was initially 
put off by the fighting system, but about halfway 
through the game, | really started to enjoy it. There 
aren't an abundant amount of enemies, but the 
fighting system is puzzle-like by nature—like a mini 
Metroid or Shadow of the Colossus. Blocking is es- 
sential, and well-timed blocks allow the Prince to 
counter attacks. Sword attacks and grabs are the 
Prince's only way to physically attack enemies, but 
hecan also call on Elika to unleash a series of magi- 
cal melee attacks. 

The tricky party comes with phase changes. 
Ahriman's dark enemies rise from the corrupted 
ground like a geyser of black fog. Easier enemies 
can be attacked in several ways, but more com- 
plex ones shift between phases where only a spe- 
cific attack will work, and in some cases, you can't 
block. Certain enemies can't be hurt at all, so you'll 


have to use the environment to take them down. 
While you won't see the multi-thieved sword fights 
of the Prince's past, once you get accustomed to 
this new system, it becomes very rewarding, with 
nods to Zelda-like adventure games. 


PRINCE OF PREPOSTEROUS (DIALOGUE) 
The one thing | didn't like about the Prince and 
Elika's relationship was the dialogue: listening to 
the pair converse is borderline agonizing. If you're 
expecting a return to the mysteriously intriguing 
Prince from the Sands of Time, well, tough luck. 
This Prince is more of the "average Joe" type, typi- 
cally spouting smart-mouthed remarks every time 
he opens his mouth. In fact, the game's dialogue is 
often laughable, especially when other characters 
enter the story line. And it really doesn't help that 
both the Prince and Elika both look like characters 
out of a romance novel, with his rippling chest and 
her flowing hair and bountiful bosom. It's quite ri- 
diculous, but thankfully, the dialogue is kept to a 
minimum, so it's somewhat easy to ignore. 

While our heroic pair may seem a bit cheesy in 
character design, the rest of the game-world is cer- 
tainly not. The corrupted lands are dark and creepy, 
providing a great contrast to the vibrantly colorful 
and fertile areas that get restored. Similar to the 
Impressionistic-influenced world of Okami, this 
game deserves praise for its beautiful surround- 
ings, a catchy Indiana Jones-inspired orchestral 
soundtrack, and even more design kudos for grace- 
fully blending the in-game obstacles together in 
such a fluid fashion. 


NEW BEGINNINGS 

All told, this is a great debut for the Prince of Persia 
series on the PS3 and Xbox 360. While | can't help 
but miss the old Prince's darker character, the new 
Prince's world is just too much fun to play through. 
Once you have at it, I'm sure you'll feel the same 
way.—Chris Morell 


PROS: Addictively fun acrobatic platforming, 
thought-provoking boss battles; beautiful Okami- 
inspired world; abundant puzzles to solve. 


CONS: Incredibly cheesy voice acting, character 
design evokes romance novels; some will miss 
the darker Prince of old, no time manipulation. 


а. 


Slowing time won't earn you апу magic experience, 
but it will make bashing bad guys a breeze. 


he original Fable—and, to some degree, Fa- 


Xbox 360 
ble: The Lost Chapters, both for the orig 


T* Xbox—promised gamers the world, 


but upon its release many players lamented the 
unexplained absence of several promised fea- 
tures. Even though the game ultimately turned 
out to be an exceptionally enjoyable game, and 
acclaimed designer Peter Molyneux apologized 
to his fans, the whole affair left a bitter taste in 
many mouths. 


Kill with a melee flourish, and you'll often be rewarded 
with a nice colorful close-up of the action. 


— 


It'snow four years later andit seems as if every- 
one involved at Lionhead Studios and Microsoft 
has learned their lesson. As a result, the superior 
sequel, Fable Il, is landing on store shelves with 
far more realistic expectations. What's most sur- 
prising isn't that the first Xbox 360 Fable game 
exceeds those tempered expectations in almost 
every way that matters, but how well the many 
disparate activities come together to create a 
beautifully coherent whole. 


WINDS OF CHANGE 

At the very onset of Fable ||, | was presented with 
quests that end with actual decisions, instead of pre- 
determined outcomes. Do kill the beetles that infest 
а merchant's warehouse, or destroy the inventory 
foralocal troublemaker instead? Once l've gathered 
а guard's lost warrants, do | return them in the inter- 
est of law and order, or sell them to a local thug? A 
fleeting choice determines whether this district be- 
comes a thriving and law-abiding neighborhood or 
ananarchic slum filled with wreckage and makeshift 
shacks. It’s enough to make any city planner seethe 
with jealousy. 

The main quests that followed were a different 
matter, however, and led me to experience some 
disappointment in the early hours of play. As | 
journeyed through the towns, forests, and caves 
of Albion, digging up information on an evildoer 
named Lucien, the decision-making punch of the 
introductory sequence and its profoundly tangible 
consequences went missing. My behavior only af- 
fected how my motivations were presented, never 
the path | walked. Worse, I'd sometimes find an 
interesting hole to explore, only to be told that 
entering it would cause my game to "revert to a 
previous state and location." Huh? However, the 
moment | took a break to explore the multitude 
of quirky side quests and optional activities, the 
sense that my actions had а tangible impact on ev- 
erything around me returned, and my experience 
changed drastically for the better. 


Once you learn “Dextrous Styles,” you can hold down the ranged attack button to line 
up an enemy in your sights. You'll do more damage, and fire in quicker succession. 


As you spend experience orbs on higher levels of magic, you'll be able to unleash 
ever greater levels of devastation, and lower levels will charge faster. 


CITY OF INDUSTRY 

Мућећегуоц те maleorfemale, goodorbad, there's 
an astonishing amount to do, and your deeds di- 
rectly affect the list of available opportunities. As 
a good guy, | rescued slaves, handed out auto- 
graph cards, and pounded an anvil for gold. As a 
villain, | assassinated strangers, slapped anybody 
who looked at me sideways, and robbed everyone 
blind. | gambled at surprisingly involved games of 


chance, sired and serenaded offspring, garnered 
titles from "Chicken Chaser” to "Chosen One,” ter- 
rorized rich and poor alike, and made amends with 
community service. From moment to moment 
| was a bounty hunter, a bartender, a real estate 
magnate, and more. 

The diversions aren't simply idle time wasters, 
either. Act like a pillar of the community, and entire 
towns fall in love with you, merchants will grant dis- 
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You'll earn many trophies from your questing, and showing them 
off in town is a good way to spread word of your good deeds. 


counts, and you develop a bit of a halo. Make like the 
town psychopath, and crowds run scared, property 
values drop, and you take on a more sinister appear- 
ance. Even your expressions change: the twisted 
learn to extort, while the righteous learn to apolo- 
gize. Every interaction and animation is informed 
by a distinctly British sense of humor, but the tone 
of the world changes to reflect your defining char- 
acteristics. As a result, the longer | spent in Albion, 
the more it felt like a real place. While the ridicu- 
lously overhyped dog does little beyond perform 
simple tricks, attack nearby monsters, and alert you 
to treasure locations, the deep, living world deliv- 
ers a robust sense of connection. My only quibble 
is with a surprisingly minimal mapping system that 
offers little help with finding particular shops. 


MIND AND Вору 

Of course, an adventurer can't be comfortable 
with just a virtual life so you can also spend a lot of 
time duking it out in dungeons. Fable |! has plenty 
of beasties for you to battle and how you dispatch 
foes quickly becomes a matter of personal style. 
Will you carve through the undead with a cleaver, 
pick off bandits from afar with a crossbow, or turn 
a room full of creeps into a swirling storm of bod- 
ies and debris with a charged Vortex spell? Each 
type of attack earns you different colored orbs to 
spend on attack upgrades. 

The only trouble is that | rarely felt like | was 
in any jeopardy. Part of the problem is that your 
eight magical spells are not constrained by any 
mana requirements. On the one hand, it's great 
fun to spam foes with charged-up inferno blasts 
and clouds of conjured blades, but even the most 
vicious foes offer little challenge if you can just 
mash buttons and fire off unlimited spells. | have 
to think this will only get easier with a partner, al- 
though co-op play won't be available until shortly 
after the game's release. 


A LIFE TWICE LIVED 

After blasting through the bitterly anticlimactic fi- 
nal confrontation with the final adversary—I liter- 
ally killed him off with a single rifle blast—| had to 
wonder why I'd had such a good time when the 
combat always made me feel like Andre the Giant 
tearing through a pack of fifth graders. Then I re- 
turned to Bowerstone and continued on with my 
virtual life and that's when it dawned on me: Fable 
||, despite its overly easy battles and disappoint- 
ing dog companion, had become a sort of second 
home. As much as the canned story line ultimately 
disappointed me, there is so much more to do, and I 
simply didn't want to leave. Hardcore gamers look- 
ing for non-stop combat might not have the same 
reaction, but people looking for a well-rounded es- 
cape from the real world will get more than their 
money's worth here.— Cameron Lewis 


PROS: Large number and variety of activities; lots 
of world and character customization; stunning 
storybook graphics; flexible and fun combat 


CONS: Unsatisfying main campaign; enemies 
present little challenge; dog isn't terribly in- 
teresting; some irritating questing quirks. 


The graphics in Resistance 2 are a mixed bag. Some campaign encounters, particularly the massive 
boss battles, look spectacular, but large-scale online modes appear downright homely at times. 


RESISTANCE 2 


A flawed but enorm 


esistance 2 is a game all about numbers. In 
R this quirky, enjoyable PS3 shooter, you'll take 

on a 300 foot-tall Leviathan in the single-player 
campaign, shoot it out with 60 players in online com- 
petitive matches, and blast countless hordes in the 
eight-player cooperative mode. These three modes— 
campaign, competitive, and cooperative—embody 
the entirety of the Resistance 2 experience, and to see 
the big picture you'll have to play them all. 


By THE NUMBERS 

Most players will begin their Resistance 2 expe- 
rience by firing up the campaign mode, which 
centers once again on Nathan Hale. Hale, who 
has been exposed to the Chimera infection, must 
launch a last-ditch effort to halt the Chimera's ad- 
vance before he succumbs to his condition and 
joins their ranks as a half-human, half-alien hy- 
brid. The storytelling in the campaign mode is 


Resistance 2's secret weapon is online play—it's deep and highly customizable. 
A Call of Duty 4-style experience system will keep you playing for months as E 
you try to unlock every new gun, special ability, and armor upgrade. " 
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isly ambitious game, Resistance 2 has a little something to offer almost every first-person shooter fa 


rather simplistic, consisting of urgent military 
chatter and some brief cinema scenes, but the 
core plot thread concerning Nathan Hale’s fad- 
ing humanity does become more compelling 
during the game's final hours. Don't expect to 
learn many new insights into the mysterious 
Chimera, though —developer Insomniac Games 
must be saving those secrets for the inevitable 
Resistance 3. 

The single-player campaign is comprised of 
a straightforward series of battles, but the ar- 
senal of exotic firepower gives the gameplay a 
punch that many other shooters lack. My favor- 
ite weapons were the Magnum, a revolver that 
fires remote-detonated explosive rounds, and 
the Marksman, a burst-enabled rifle that can 
also emit a slow-moving pulse charge to repeat- 
edly zap nearby enemies. Hale is also a nimble 
fighter, which adds to the fun as you can zip up 
to enemies quickly to deliver a deadly melee at- 
tack. These tight shooter mechanics keep the 
moment-to-moment action fast and addictive, 
even if the scenarios are forgettable. The big- 
gest stumbles in the campaign, though, come 
during a series of frustrating trial-and-error en- 
counters in which you're expected to proceed 
without being told exactly what to do or where 
to go. The solution is usually to keep shooting 
until the Chimera reinforcements stop coming, 
but other times the answer is more elusive and 
requires repeated experimentation. 


Too Human could have learned а thing or two Кот Resistance 2'5 cooperative mode, 
which fuses the MMO and shooter genres into one highly replayable team RPG. If you can 
imagine a hybrid between Serious Sam and Team Fortress 2, you're on the right track. 


Resistance 2's campaign mode features some memorable shootouts and boss battles, but 
some frustrating trial-and-error challenges will have you gnashing your teeth at times. 


ONLINE: THE SECRET WEAPON 

The online cooperative play mode, on the other 
hand, follows another set of rules entirely. Up to 
eight players can mow down endless hordes of en- 
emy Chimera, earning experience points that unlock 
new skills, weapons, and armor. It’s a formula that 
Call of Duty players will know and love, and it helps 
keep your interest high even when the battles grow 
repetitive. In cooperative play, the mission variety 
is low and usually takes the form of button-press- 
ing errands or mini-boss battles; the goal here is 
obviously to deliver a fast-paced MMO-lite shooter 
experience; unfortunately, as with any MMO, repe- 
tition will be a turn-off to some players. 

This is especially important о note because Re- 
sistance 2's co-op experience is an almost nonstop 
bombardment of incoming projectiles and run- 
ning, screeching Chimera attackers. To stay alive, 
the three different character classes must work 
closely together: Soldiers stand on the frontlines 
to absorb punishment with their energy shields, 
Spec-Ops players must toss out ammo to keep the 
Soldiers going, and Medics must keep the other 
two classes alive. If any one of these three classes 
fails to deliver, the whole team will fall apart in sec- 
onds. As such, your level of enjoyment is largely 
determined by the company you keep. Play with 
thoughtless teammates who don’t heal or dis- 
pense ammunition, and you'll be reaching for the 
power button in no time. But if you play with com- 


petent partners, you'll get a rush out of collecting 
new gear and "Berserk" abilities for your different 
character classes. Co-op isn't the most polished of 
the game's three play modes, yet it may prove to 
bethe mostrewarding over the long haul due to its 
quirky but enjoyable teamplay dynamics. 


MASSIVELY ONLINE 

Competitive mode is the third and final dimen- 
sion of Resistance 2, and it supports a whop- 
ping 60 players for massive-scale online battles. 
The mode types are split between standard team 
deathmatch and capture-the-flag scenarios, with 
a new Skirmish mode that splits both teams into 
small squads to accomplish a series of simple ob- 
jectives. If you enjoyed Halo 3 or Unreal Tourna- 
ment 3, the sci-fi weapons and gameplay types 
will probably appeal to you. Aside from the un- 
usually large player counts and the objective- 
driven Skirmish mode, Resistance 2's competitive 
play hits all the marks you'd expect.from a mod- 
ern online shooter, save for drivable vehicles. One 
welcome touch is a focus on instant gratification. 
Because you earn experience points by inflicting 
damage on enemy players, you can earn new guns 
and abilities without scoring a single kill. Finally, in 
an impressive technical achievement, Resistance 
2's networking code appears to be rock solid 
across the board, serving up consistently lag-free 
matches at the advertised 60-player count. 


DoiNG THE MATH 

Playing a game as big and ambitious as Resis- 
tance 2 is inspiring: Insomniac Games is clearly 
pushing the envelope with the game's "all- 
in-one" approach. On the flip side, the game's 
sheer size and scale works against it in a few im- 
portant ways. Take the graphics, for example, 
which are vibrant and pleasing, but lack the hi- 
def "oomph" we take for granted in cutting-edge 
show-stoppers such as Gears of War 2 and Call of 
Duty 4. Resistance 2 skews more closely to Halo 
3's visual style, with its emphasis on bigger and 
brighter, but less realistic looking, environments. 
These visual weaknesses are amplified in the on- 
line cooperative and competitive modes, resulting 
in stiff-looking characters and flat lighting effects, 
which suggests that the studio strained to balance 
the game's huge size with technological and logis- 
tical limitations. The result is a (mostly) happy me- 
dium, and a game that looks good in some places 
and a little iffy in others. 

The most important challenge to creating a 
game as enormous and multi-layered as Resis- 
tance 2, though, is keeping the gameplay unique 
and meaningful. Luckily, Insomniac Games largely 
delivers on this goal—each of the three modes is 
genuinely worth playing. And if you don't like one 
of them, chances are good that one of the others 
will hook you. Taken individually, none ofthe three 
modes delivers on its full potential, but taken as 
a whole, the trio makes for a powerful package 
and offers a tremendous dollars-to-gameplay 
ratio. Resistance 2 represents one heck of a bar- 
gain—it's definitely the 2008 version ofthe feature 
packed Half-Life 2: The Orange Box. 


PiECE DE RESISTANCE? 

Resistance 2 doesn't represent a true revolution, 
but it could spark the beginning of one. By treating 
the game as a suite of diverse, interconnected mi- 
cro-worlds rather than one or two monolithic play 
modes, Insomniac Games has created an online 
shooter with community atits heart. And while the 
results here aren't always as polished and as gor- 
geous as you might hope, this is a good game that 
could signal even better things to come. If you'rea 
PlayStation 3 owner, Resistance 2 is a solid choice 
to get your shooter fix.— Sidney Shuman 


FUN FACTOR > 
NISI 
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PROS: Enjoyable online play; plenty of unlockable 
equipment; tight controls; intoxicatingly power- 
ful weapons. 


CONS: Uneven graphics and production values; 
frustrating trial-and-error campaign challenges; 
cookie-cutter online stages; skimpy storytelling. 
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World At War retains every ounce of Call of Duty’s trademark cinematic 5 
flair; the battle scenes are harrowing and visceral, to say the least. м 


CALL ОЕ DUTY: 
WORLD AT WAR} 


A hearty welcome back to the war that never ends. 


Xbox 360 


have milked World War Il dry, the conflict's 

sheer battlefield variety and tactical scope 
make it a natural home for the genre. World at War 
doesn't innovate with quite the ambitious vigor of 
Call of Duty 4, and it falters a little on the single- 
player front, but it's every bit as energizing where 
it matters most. 


Е the talk about how first-person shooters 


TROPIC THUNDER 

Adrenaline floods my body the moment | set foot 
on the Makin Atoll and gun down Japanese troops 
who'd rather jab a bayonet in my guts than squat 
behind cover. As | cross invisible lines that trigger 
cinematic spectacles and troop advancement, the 


heavy scripting that WaW relies on for the main 
campaign's six hours is plainly apparent, but the 
intense action never lets up. My comrades are of- 
ten reluctant to prove themselves useful, but the 
exciting encounters range from tricky river crawls 
and flamethrower trench-scorching to a chaotic as- 
sault on Shuri Castle in Okinawa, and the stunning 
presentation sears a personal highlight reel into 
my memory. 

Every couple of missions | get a break from 
these jungle adventures and catch up with Pet- 
renko and his struggle to rid Mother Russia of the 
Nazis. The contrast is stark: while the crafty Jap- 
anese hide and charge with their own alien logic, 
the Germans shun shrieking martyrdom to dis- 
patch high-powered bullets by the bucket-load. 
This side of the campaign boasts its own spectacu- 
lar set-pieces and minor surprises, but the journey 
from Stalingrad to Berlin is a shade too familiar to 
be truly stirring, and | found that the seizing of the 
Reichstag felt more like the completion of a theat- 
rical chore than the personal symbolic victory the 
developers probably intended. 


RISING THROUGH THE RANKS 
Thankfully, the incredibly rich online components 
save the day, and then some. Tackle missions with 


a few friends in co-op mode, and whether you stick 
to the objectives, or rack up head shots and score 
multipliers for bragging rights, that short campaign 
suddenly becomes eminently replayable, thanks to 
branching paths and sheer social magic. When you 
do finally get tired of that—it'll take a while—there's 
the awesome Nazi Zombies mode that pits you and 
your pals against an unending ravenous flow of un- 
dead war criminals. 

But just like Call of Duty 4, World at War's pre- 
mier battlefield might lies in its eight virtually flaw- 
less modes of competitive engagement, and its 
deep long-term experience-based advancement 
system. From the large library of weapons, perks, 
and upgrades, to the long list of creative, addictive, 
and time-consuming challenges, everything that 
made the Modern Warfare a dominant multiplayer 
favorite has survived the trip back to the 1940s beau- 
tifully. The 13 maps vary in size and style, exploiting 
the differences between jungle and urban locales, 
butevery one is fluid, balanced, and filled with gritty 
detail and tactical opportunity. If you had any linger- 
ing doubts that World at War would be as fun and 
addictive as its predecessor, put them to bed: the 
online action is silky smooth and supremely satisfy- 
ing. Unless you're stuck offline, there's never been a 
better time to enlist.—Cameron Lewis 
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The short but sweet single-player mode is reward enough but finish 
the game and you unlock something even sweeter: Nazi Zombies! 


9 TIPS TO FILLING Вору BAGS Nobody wants to be the chump at the bottom of the 
IN COD: WAW MULTIPLAYER 


1. BATTLEFIELD SCAVENGER 

So you just started out, and you're determined to 
get some kills with one of the entry-level weapons 
50 you can unlock, say, a bayonet or sniper scope. 
Well, don't let that keep you from swapping that 
pea-shooting pistol for whatever your fallen foes 
leave behind. Early in your career, what you find 
on the ground will almost always be better than 
what you can equip from the start, so scoop that 
gear up whenever you get a chance, even if just 
to get a feel for what upgrades you really want to 
work towards. 


2. CLOSE QUARTERS 

Want to own the game when things get tight? It 
takes some work to pimp out that M1897 shot- 
gun with a bayonet as soon as possible, but you'll 
have a melee reach advantage if you miss, which 
could save you from taking it in the neck if you 
get caught reloading. Once you hit level 29 and 
unlock the double-barreled beast, you should be 
practiced enough to unlock those add-ons faster. 


3. THE LONG RANGER 

Generally speaking, you should always tailor 
your custom classes for a specific strength, and 
play those classes only on maps suited to them. 
For maps with clear views to distant terrain, that 
means outfitting a sniper with two important 
perks. Deep Impact will let you take out goons that 
hide behind flimsy surfaces to reload, while Stop- 
ping Power will let you focus on center of mass if 
you've yet to master the art of the head shot. 


4. Hit OR Miss 

Some people are natural marksmen. For the rest 
of us, thoughtful selection of perks and weapon 
attachments can make all the difference. Load up 
an MP40 with dual magazines, and you can fire 


rankings when the match is over. Here are 9 tips on 
how to come out on top when you join the online war. 


for a good long time before reloading. Add in the 
stopping power and steady aim perks, and a blind 
man could do some serious damage. 


5. ...AND STAY DEAD! 

Sometimes you'll do enough damage to drop a 
guy, but not actually kill him. Get into the habit 
of pumping a couple rounds into bodies when 
they fall, and you'll find you don't get surprised 
by a bullet to the face quite as often. This goes 
double for any mode that involves capturing 
flags or control points, since even a crippled op- 
ponent can continue to capture a resource until 
properly wasted. 


6. FRIENDLY FIRE 

Speaking of capturing the flag: if friendly fire is 
turned off, feel free to pelt any flag you're defend- 
ing with an artillery strike. It'll play havoc with 
your ability to target, but enemies aren't likely to 
get through the shelling to take advantage. For 
this reason, in close matches it can really pay off 
for someone to save an artillery strike until the last 
10 or 15 seconds. 


7. Docs OF WAR 

Whether you rack up seven kills and unleash the 
hounds, or someone else on your team does, fol- 
low any German Shepherds you see. Their keen 
sense of smell will lead you right to any enemies, 
who will most likely be too busy dealing with the 
toothy menace to fend off your lead salad. 


8. PREVENTATIVE MEASURES 

Want to make life miserable for the opposition 
with Tabun gas grenades or signal flares? Make 
sure those tools don't backfire and cause your 
own death by equipping a gas mask or a pair of 
shades, and go to town. Similarly, watch out for 


opposing forces equipped with the distinctive 
headgear and eye wear: chances are this is exactly 
what they're doing. 


9. SECOND MAN SURVIVES 

Don't just head straight for objectives like a 
guided missile: chances are they're covered. Un- 
less you're part of a well-oiled machine of a team, 
chances are at least one of your own will do ex- 
actly that no matter what anyone else says. Let 
him go through first. The enemy will give away 
their position, and you'll still be alive to deal with 
them. This is especially important for modes 
where respawns are limited or nonexistent, like 
Search and Destroy. 


BONUS TIP: Nazi ZOMBIES CO-OP 
Want to make it higher than the single digit rounds 
in Nazi Zombies co-op? Remember this: the more 
areas of your stronghold you open, the more еп- _ 
trances you have to guard. By all means, open the 
door with “help” scrawled on it to give you a nice 
choke point and gain access to the mystery box, 
but don’t remove the couches from the stairs until 
you have no other option for (temporary) escape. 


: Phenomenal multiplayer; outstanding 
graphics and sound; intense scripted action. 


CONS: Uneven campaign; Allied A.l. is a bit 
stunted; some checkpoint placement quibbles. 
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MIRROR’S EDGE 


A game that reaches for dizzying heights, but falls just short of greatness. 


irror's Edge reminds me a lot of another 
M EA title, Skate, a skateboarding sim that 

| reviewed last year. | lauded the game 
for its innovation, but noted it was clearly a work 
in progress. Mirror's Edge suffers from the same 
sense of unfulfilled promise: it's a unique and 
fresh take on established concepts, but it's ob- 
viously a sequel or two away from figuring itself 
out. It's a fantastic first effort, but it's just an initial 
step, albeit a bold one, that has the potential to ul- 
timately result in a great leap forward. 


VERTIGO-A-GO-GO 

When it's at its best, Mirror's Edge is freaking awe- 
some, offering a one-of-a-kind experience you 
can't get anywhere else. While | appreciated the 
slick controls and the fantastic visual style, what 
impressed me the most was the way the superb 
level design melded perfectly with the free running 
gameplay; there are times when you enter a kind of 
Zen-like state as you tear across the expansive ur- 
ban landscapes, vaulting, leaping, and sliding over 
and under obstacles with absolute ease. You start 
to see the world in front of you differently as every 
box becomes a stepping stone and every ledge be- 
comes a diving board from which to leap. 

It's too bad the game isn't at its best all the time. 
There are too many moments when the gameplay 
falters and the wonderful sense of "flow" is rudely 
broken. For every expansive and open rooftop you 
soar across, you'll have to navigate a suffocating 
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and poorly laid out indoor environment where your 
movements feel stifled. It has the same effect on your 
gaming momentum that putting stop signs on the 
freeway would have on traffic. Plus, if you thought 
theloading times in Mass Effect were brutal, wait un- 
til you step into an elevator in Mirror's Edge. 


Look Our BELOW 

l also hated, hated, the combat. Beating up your 
opponents is hard, thanks mainly to the fact 
that they're heavily armed and armored; you're 
also vastly outnumbered, so | found myself ei- 
ther playing cat-and-mouse, which once again 
breaks up the fast-moving "flow" of the game, 
or picking up a gun to even the odds, which just 
felt wrong and turned the game into a really 
clumsy first-person shooter. 

Far more successful were the chase scenes, 
where I had to outrun and outmaneuverthe enemy; 
these are frantic and fun, so | didn't understand 
why you had to stand and fight sometimes. Exac- 
erbating the combat is the incredibly constrained 
first-person viewpoint; to its credit, it does a great 
job of immersing you into the character and when 
you leap off that rooftop ledge for a gut-wrenching 
leap of faith, you really feel it on a visceral level. 
But it also gives you a bad case of tunnel-vision 
and you'll often lose track of your more agile oppo- 
nents during combat; you'll also have a hard time 
judging distances and where you're about to land 
during certain platforming segments. 


THE AIR UP THERE 

I know I've spent most of the review complaining 
aboutthe game but my nitpicking is a resultof my 
vastdisappointmentthatthe game wasn'tconsis- 
tently stellar throughout. If the level design had 
focused more on open environments and giving 
you the freedom to run, and if the combat wasn't 
such a roadblock, this would have been a near- 
perfect game. But it's still a great first step and 
| can't wait to see how DICE improves upon the 
formula for the sequel. Until then, | suggest you 
experience the thrills of this high-flying title; just 
be warned that sometimes, the gameplay comes 
crashing down from the sky like a lead weight. 
—Tae K. Kim 


CONS: Level layouts are poor in some areas; 
questionable design choices ruin the "flow" 
ofthe game; combat feels tacked on. 
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With all-new modes, the addition of drums and vocals, and a tantalizing set 
of music creation tools, World Tour is a great step forward for Guitar Hero. 


GUITAR HERO WORLD TOUR UY, 


It arrived late to the party, but World Tour is still a sweet rock experience! 


uitar Hero World Tour is the landmark fran- 
G chise's first foray into group-based band 

territory. It looks to set itself apart in the 
jam-packed, rhythm-game genre by combining 
the series' unique cartoonish charm with innova- 
tive new instruments and an in-depth music cre- 
ator. The results are fantastic and even though it 
doesn't exactly destroy Rock Band, Guitar Hero 
World Tour is a blast in its own right and definitely 
deservesalookfrom both veterans oftheseriesand 
newcomers alike. 


To YOUR OWN BEAT 
The bulk of World Tour takes place in the game's 
Career mode, where players can choose from 
a hefty selection of pre-made rockers or cre- 
ate their own. World Tour offers up a full suite 
of customization options: from the width of the 
bridge on your rocker's nose to the images that 
decorate their multi-layered tattoos, everything's 
up for alteration. While it doesn't really impact the 
gameplay, it's still a great feature to have. 
Staying true to its name, World Tour's main 
mode offers you a wide selection of gigs across 
the globe, each with unique play lists, venues, 
and special appearances by various musical ce- 
lebrities, such as Ozzy Osborne. Guitar Hero III's 
Boss Battles are back, but instead of fighting with 
power-ups like last time, you simply shred along- 
side performers such as Ted Nugent to see if you 
can keep up. Unfortunately, World Tour's career 


mode is pretty cut and dry: you play a gig, collect 
your money and move on the next venue. Still, it's 
a meaty mode that has enough to satisfy in the 
long run. 


PLAY THAT FUNKY Music 

The new instruments are also a mixed bag, but ev- 
eryone in the GamePro offices likes the new per- 
cussion kit which features snare drums, two toms, 
an elevated ride, and crash cymbals; it's all veloc- 
ity sensitive to boot, so the harder you hit, the 
louder the beat. The game's guitars now feature 
a touch-sensitive "slider" in their necks, allowing 
the players to perform pitch shifts on sustained 
notes, or even strum on the slider for authentic 
tap-wah solos. While the slider isn't as responsive 
as the strum bar, it's an innovative idea that could 
prove itself an interesting aspect in future Guitar 
Hero installments. 

The other notable addition is the beefy Music 
Creator which comes in three parts: the Record- 
ing Studio, GHMix, and GHTunes. In the Record- 
ing Studio, up to four players can jam together, 
recording songs on the fly. GHMix then lets you 
mix your track while GHTunes lets you publish it 
online. There's a great amount of potential here, 
but | can't really remark on how successful the 
Music Creator is going to be until the community 
gets going. Still, in the hands of the right people, 
we might see some truly awesome stuff come 
down the pipe. 


KEYBOARD RHYTHM — LEAD Bass = 


rSoft = Publisher: Activision Blizzard 


Коск AND ROLL ALL NIGHT 

Guitar Hero World Tour is a terrific step forward for 
the franchise as a whole. It may notbethe ultimate 
melt-your-face experience thatsome gamers were 
hoping for but it still proves itself as a fantastically 
fun music simulation. It's a blast to play whether 
you get the entire band together for musical dom- 
inance, take the game online to NO 
collaborate with strangers, or N 
decide to tackle your 
climb to rock stardom 
by yourself. But l'Il be 
most interested in seeing 
how the Music Creator 
pans out; if it reaches 
its potential, it could be 
something really spe- + 
cial.—Will Herring 
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PROS: Fantastic track list; 
ator; customization features. 


-depth music cre- 


CONS: Lackluster career mode; cluttered in- 
game layout. 
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Be sure to keep an eye оп your Morale gauge at the top of the screen, as it 
can truly turn the tide of even the most hopeless of battles. 


THE LAST REMNANT 


The Last Remnant is an innovative experiment that never quite finds its own beds dí 


۶ 


n interesting and risky experiment, 
Ase Enix’s latest epic proves itself a 

mixed bag, never quite rising above me- 
diocrity. Featuring an ambitious tale hampered by 
constant and confusing battles, The Last Remnant 
never quite delivers the typical, epic RPG experi- 
ence that the company is known for. 


You CAN'T PLEASE EVERYONE 

Despite its rather unoriginal premise, you 
shouldn't simply dismiss Last Remnant as an- 
other typical save-the-world, Japanese RPG be- 
cause it was obviously built to appeal equally to 
both Western and Japanese audiences. Tradi- 
tional Japanese character designs are married to 
more conventional Western. gameplay mechan- 
ics. Unfortunately, the gameplay is rather uneven. 
The game sometimes feels like an MMORPG, as 
you head from one location to kill the bad guys, 
level up your party, then return to town to upgrade 


your equipment. The game's Guild Tasks are more 
like achievements than actual quests, while mis- 
sions acquired in the game's various pubs break 
the flow of the game entirely. You also can't queue 
up missions—take on a quest and you have to fin- 
ish it before you can go do something else. 


THE FINAL BATTLE 

The Last Remnant's presentation is also incon- 
sistent. It’s a beaut and pushes the Unreal En- 
gine З to its limits; there are epic Lord of the Rings 
type battles, with over 70 characters on screen 
at one time. But this creates a great deal of con- 
fusion, as the character models blend together. 
It's rather chaotic and | usually found myself un- 
able to tell which characters belonged to me, and 
which ones belonged to the enemies. Your par- 
ty's health and action points are also completely 
restored after each battle, which eliminates any 
sense of danger or importance that the story 
might thrust on you. 

There's also an interesting party-within-a-party 
system called Unions—instead of issuing com- 
mands to individual members, you build Unions 
made up of diverse party members. Using the sys- 
tem, you can manage your army by creating new 
battle formations and swapping out party mem- 
bers. Experimenting with different formations 
can be incredibly rewarding and it's important to 
constantly re-arrange your warriors in orderto get 
the best battle results. 


DEADLOCKED 

It's really too bad that The Last Remnant is so un- 
even. For every one thing it does right, there is a 
glaring fault that ruins the fun. I’m willing to blame 
some of the problems | experienced on the 

fact that | was playing a review build of 
the game; hopefully, Square Enix will fix 4 
some of the more glaring issues, like 
slowdown and lag, before the game 
hits store shelves. But even despite 
this, The Last Remnant is an uneven 
effort that offers up a handful of in- 
teresting moments rather than a 
solid role-playing experience from 
beginning to end, which, consid- 
ering the pedigree of company 
that produced it, is truly a y wes] 
shame.—Will Herring Eve 
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PROS: Stunning visual: 
immersive environments. 


solid voice actin: 


CONS: Repetitive battles; cluttered screens; 
annoying “quests.” 


TOMB RAIDER: UNDERWORLD 


Xbox 360 


GUITAR HERO: 
ON TouR DECADES 


Lara Croft is back and looking better than ever; too bad her return feels like it's a year or two too late. 


mb Raider: Underworld brings Lara Croft 
| back in an ardent effort to stop what has 
been a heady descent into video game irrel- 
evance, and with gun fights, motorcycle sprints, 
and acrobatics galore, Underworld helps elevate 
the once lauded action franchise out of the dark 
depths. Unfortunately, this decidedly outmoded 
adventure isn't enough to lift Lara back to her 
once lofty perch. 


LET'S HEAR IT FOR THE Boys 

It's pretty obvious after playing Underworld 
that Lara Croft simply can’t run with the big 
boys; that’s not a knock on her being a woman, 
but more on how dated she feels. Her gunsling- 
ing abilities are outclassed by Nathan Drake 
and she’s unable to use the surrounding envi- 
ronment to her advantage like Indiana Jones. 
Underworld’s gameplay also lacks polish, es- 
pecially when it comes to combat. There's 
no workable cover system, the melee moves 
are downright laughable, and the adrenaline 
power-up is plain useless; combined, this se- 
verely limits your options in battle. The poor 
combat system also means that most enemy 
encounters are harder than they should be. It 
doesn’t help that enemies have a bad habit of 
appearing when you're in the middle of a tricky 
platforming sequence. So, to give you an ex- 
ample, this means that dealing with the wave 
of angry bats that swoop in while you're clam- 
oring atop a set of ruined pillars under the 
Mediterranean Sea becomes nearly impossi- 
ble. Lara can't fire a gun while hanging from 
a ledge, which leaves her completely vulnera- 
ble during these scripted attacks. Nobody said 
Mother Nature plays fair. 


CAMERA OBSCURA 
Thankfully, the platform challenges and puzzles 
fare much better. The fundamentals remain solid, 
but it could have benefited from a bit more work. 
The level design is phenomenal, but it's a little too 
clever for its own good sometimes: It's far too easy 
to embark on a series of jumping challenges or 
climb a wall only to get stuck and not clearly un- 
derstand where to go next because the next ledge 
or platform blends too much into the environment. 
Better camera work would easily have addressed 
this, providing helpful pans to highlight where you 
need to go next; however, the camera freaks out in 
close-quarters and offers no aid whatsoever. 
Overall, Underworld is a decent enough effort. 
It has slick controls, interesting puzzles, and a story 
that's actually pretty interesting. However, it never 
fully compensates for a lack of compelling action 
and overall polish. It'll probably appeal to diehard 
Tomb Raider fans, hoping to recapture some of the 
series' lost magic, but most gamers will be better 
served by competiting titles like Drake's Fortune. 
—Tracy Erickson 
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PROS: Beautiful locations; outrageous, enter- 
taining story; functional controls. 


CONS: Underdeveloped combat mechanics; 
generally slow pace; some platforming sec- 
tions need tuning. 
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Guitar Hero: On Tour Decades isn’t just an 

expansion, but an entirely new game. De- 
cades sports five innovative new venues, each 
representing a different period in music his- 
tory, not to mention a beefy track-list of 28 era- 
specific tunes—all original master tracks, to boot. 
Fan favorite characters from Pandora to Midori 
all return, sporting customizable new clothes 
and a wide array of unlockable guitars, my per- 
sonal favorite being the pixilated 8-bit axe. 


ROCKING THE DELORIAN 

Decades utilizes the same four-button controller as 
On Tour, and ultimately suffers from the same is- 
sues. Extended playing is bound to cause cramps, 
and it's very easy for your fingers to slide off of cer- 
tain frets in Expert mode, but these are minor com- 
plaints when you take into account everything that 
Decades does right. Decades's interface is virtu- 
ally identical to On Tour, for the most part, with the 
player using their stylus-pickto strum on the touch- 
pad as they meet the designated notes onscreen. 
One of Decades's most notable new features is the 
ability to choose how you progress through career 
mode: playing lead guitar, grooving on the bass/ 
rhythm guitar, or taking the rock-world by storm 
with various Guitar Duels. While the Duels play 
identical to the head-to-head multiplayer featured 
in On Tour, it's still a treat to be able to go up against 
the CPU on any song from across the ages. 


DOING THE TIME WARP 

Decades isn't revolutionary by any means, but it's 
still an absolute blast to play. With a stellar track- 
list ranging over five decades to a fantastic amount 
of character customization, Guitar Hero: On Tour 
Decades is an improvement over the original in ev- 
ery aspect, and | can't help but recommend it to 
any and every on-the-go rocker.—Will Herring 


Е irst off, it's definitely worth noting that 


PROS: Great track-list, innovative venues and 
character designs 


CONS: Controls can take a toll on your wrist 
and hands. 


FIFA SoccER 2009 


The January 2009 Letter of the 
Month winner will receive FIFA 
Soccer 2009 for the Xbox 360 by 
EA Sports! Rated E for Everyone 
by the ESRB. 


А 


TIMED-EXCLUSIVES ARE LAME 


the same? Lame. 
Paul Kidd—Via Internet 


Right on, anonymous! They are lame. Hopefully they go the way of the dodo, much like third- 


party exclusives already have. 


How Is THAT BETTER? 

What do you think of the recently announced 
Nintendo DSi? 

ReggieLover—Redmond, WA 


I'll take this one open-face sandwich style. The 
downloadable online store sounds promising. | 
mean, how cool would a Game Boy version of the 
Virtual Console be? That said, the announcement 
was somewhat underwhelming for those expect- 
ing a completely new handheld from Nintendo. 
Here’s hoping Miyamoto and company prove us 
wrong, or announce a proper DS successor soon. 


I think it’s bush league that Rock Band 2 came out on Xbox 360 in September, followed by PS3 
and Wii versions in October and November. Can you imagine if DVD and Blu-ray releases did 


— 


e 
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Dip You REALLY Do IT? 

1 am a big fan of your "Feedback" section. Years 
ago, | remember this one kid that wrote in, was 
upset about something or another, and called 
GamePro everything in the book. You acceptabil- 
ity printed the lad's letter and threatened to for- 
ward his letter to the appropriate authorities for 
libel. Did you really do it? If so, what happen to 
this person? 

Jacob Shearin—Como, NC 


Man, you don't want to know! Let's just say some- 
one in the state of Montana is no longer able to 
play video games— we're that powerful. 


HAVE A STOP-WATCH HANDY? 

| was reading a couple of older reviews the other 
day and wondered: how is it that GamePro calcu- 
lates the amount of time to complete a reviewed 
game? When you say, "about a six hour game," 
what does that mean? 

Sean—Via Internet 


Excellent question, Sean. When reviewing games, 
ourcrackpotteam of critics monitors the total time 
spent from beginning to completion (either by an 
in-game county or a handy clock). Often times 
we'll use general times such as “eight to 10 hours 
to complete,” because some gamers like to soak 
it all in, while others prefer to blaze through an ad- 
venture. That's how! 


RESPOND. 


І foresee... 
MORE SEQUELS 


LooKING AHEAD TO 2009 

I'm looking to the future, as a good gamer should. 
So tell me, GamePro: What will be the biggest 
game(s) of 2009? 

Blake—Via Internet 


In no particular order, here are a few for starters: 
God of War Ill, BioShock 2, Resident Evil 5, Wii 
Sports 2, and maybe some proper Zelda love. And 
hopefully we'll be treated to a handful of great 
non-sequel surprises as well. | can drink to that. 


LoNGING FOR ARCADE GAMES 
When | was a kid, | used to go play arcades as 
much as | could. | remember playing the X-Men ar- 
cade game, Ninja Gaiden, Strider, Double Dragon, 
Robocop, Captain America, The Avengers, and of 
course, Street Fighter Il and Mortal Kombat. It was 
the golden age of arcades, man! | used to fantasize 
of having my own arcades at home because the 
console ports sucked compared to arcade versions. 
So why aren't any of the original arcade games 
(notthe console versions) available for download? 
Those electronic bits of nostalgia are pure gold, 
baby! I'm sure I’m not alone when | say I'd buy 
'em. l've got a fever, and the only prescription is... 
Matthew Flores—Via Internet 


Good question. And | agree. Old arcade games 
were always a step above 8- and 16-bit counter- 
parts. But | suggest you begin the costly pro- 
cess of procuring the actual cabinets of your 
favorite arcade games if you want to relive the 
glory days. Publishers use console ports be- 
cause they are already optimized for tiny hard- 
ware that sits under your TV, as opposed to the 
specialized hardware found in cabinets. Oh, and 
| put my pants on just like the rest of you—one 
leg at a time. Except, once my pants are on, | re- 
view games for a living. 


WHERE 15 DARK KNIGHT: 

THE VIDEO GAME? 

Will there be a Dark Knight video game? | under- 
stand that Gary Oldman confirmed it in an early 
2008 interview, but here we are, a half year since 
the movie released and nothing. Do you have an 
update on the game? Is EA and Pandemic still 
making it? Any news would be appreciated. 

Zack Garnett—Via Internet 


We hear you Zack. Unfortunately, Batman: The 
Dark Knight, while once a reality, is on indefinite 
hold pending further announcement from EA. 
And they're not talking (Google: “EA declines 
comment on Batman: Dark Knight game"). The 
thinking is that developer Pandemic may have 
been moved to focus efforts on both Mercenar- 
ies 2 and the upcoming Saboteur. Whatever the 
reason, video game analyst Michael Pachter 
says the lack of a game may have cost EA $100 
million. Ouch! 


WHAT ALL THE NEGATIVITY? 

| have been an avid fan of GamePro for countless 
years. l've always loved your insight, your cover- 
age, and even your humor scattered throughout 
this diamond of a magazine. However, | couldn't 
help but notice your response to Brandon's fan 
mail in the last issue—having one's name featured 
in GamePro is definitely a great feeling, so | think 
credit is definitely deserved to that one individual 
who wrote the review for The Legend of Zelda: 
Twilight Princess. Besides that, your response 
to Brandon's letter really bugged me. Usually 
the phrase, "I hope you're happy now" implies a 
sense of betrayal and spite. | just can't believe that 
I'm sensing such a negative tone from a magazine 
l've come to admire. Is there some hidden conflict 
within this issue of a Copy Editor losing his job? 
Meng Yang—Los Angeles, СА 


Easy, Meng. No one lost their job. Our response 
was solely a quick attempt at humor. The nice 
lad's name that wrote the Twilight Princess user 
review was Jake Fletcher, a handsome man from 
Atlanta, Georgia. Now let's let bygones be by- 
gones and play some games, eh? 


Which rhythm game do you prefer? 


and 42% 


[w^ GAMEPRO.COM POLL 


NEEDS MORE Wii SPORTS 2 

| purchased a recent print edition of the Wii 
Gamers Guide for my kids (specifically, the Fall 
Edition, with "Display until August 28, 2008" 
above the UPC box). | purchased the magazine 
specifically for the "Wii Sports 2" enticement on 
the cover. While the cover of the magazine noted 
that the referenced edition contained "Exclusive 
details on all the fun" of Wii Sports 2, there were 
no such details within the magazine (purchased at 
a local supermarket for $4.99). Was this a simple 
oversight of the editorial staff, or should | expect 
such mistakes from your magazine in the future? 
Tom Mesk—Asheville, NC 


Wow, you're absolutely right—l just flipped 
through the issue now and only saw a screen shot 
in the front of the mag. We know that one of our 
editors wrote a piece on Wii Sports 2 forthis issue 
(you'll find it on GamePro.com), and we think we 


overlooked it when inserting into the guide. That 
was a particularly rough month for us—we were 
redesigning GamePro.com—but obviously it's a 
big error, and we take full responsibility. Sorry for 
the oversight. Thanks for keeping us on our toes! 


GUITAR HERO vs. Коск BAND 

Now that Guitar Hero World Tour matches the fea- 
tures of Rock Band, which game do you prefer? | 
need to know! 

Tracy Bachman—Tulsa, OK 


Tough call, but if it were up to me, l'Il go with World 
Tour over Rock Band 2, thanks to a more aggres- 
sive track list, better hardware, and the built-in mu- 
sic studio. That said, Rock Band 2 is well-suited for 
Classic Rock fans and those hoping to purchase 
more downloadable music. It’s a matter of taste, 
really. Speaking of which, how about a poll? 


Dance Dance 
Revolution 29/o 


GAMEPRO.com // JAN 2008 


11 


FEEDBACK 


Masterfang—Via Internet 


negative way. Egads! 


What are your thoughts on Fat Princess? Does it objectify women? Is it a negative game? Or is it a 
fun-looking romp with hilarious hi-jinx? 


Lady Luck response: People need to remember that a commercial game isn’t made to piss peo- 
ple off, it's meant for the user to have fun. Nobody makes a game saying things like, "how can 
| make women mad?” Developers and producers create a game they think will appeal to a wide 
audience. It's users that turn it into an issue. Fat Princess is just a game. It wasn't made to make 
people angry, it was made for people to have fun. Heck, women should be happy! | see plenty of 
girls complain about how female characters are always skinny and big-boobed in video games, 
then when a game is made starring an repulsive female, they say it's objectifying women in a 


Send your questions to the Game Girls at GameGirl.com 
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GAMEPRO HAS A 

LEARNING DISABILITY 

I've always been a big fan of GamePro, but my re- 
spect has grown even more after picking up the 
October '08 issue. Right on the front cover for the 
entire newsstand viewing world to see was proof 
of your dedication to dyslexic gamers by obvi- 
ously letting one proofread your copy. l'm assum- 
ing that the 15 new COD: World at War perks are 
"Create-A-SOLDIER" perks and not "Create-A- 
SOLIDER" ones. | could be wrong. Maybe there 
is some wacky feature for those that are intrigued 
by all things solid to take those solid objects and 
make them even SOLIDER. Either way, thanks 
for all you do and for giving everyone an op- 
portunity to shine, GamePor...| mean GamePro. 
Johnny Mason Flint, МІ 


I'm defeated. That is all. 


GAMEPRO.COM 


You’RE WRONG ABOUT 
Томв RAIDER 

I'm a huge Tomb Raider fan. | own every game 
except Tomb Raider Underworld because it 
hasn't come out yet. In your last issue, however, 
you said that Tomb Raider Underworld was the 
eighth game in the series. | disagree. It marks 
the ninth game in the series, excluding hand- 
held and PC ports or variations. So what gives? 
Croftfan—Via Internet 


Again, | stand corrected. Tomb Raider Underworld 
is actually the ninth game in the series. | look like a 
timid Puss and Boots from Shrek Il right now. 


A Wii GooD TIME ONLINE 

| was thrilled to learn that Call of Duty World at War 
onthe Wii would contain many (if not all) the same 
features as Xbox 360 and PS3 versions. Does this 
include online multiplayer? I’m dying to know. 
Joey—Via Internet 


Yes, Call of Duty World at War for Wii supports 
up to 16-person online multiplayer, both un- 
ranked and friend matches (the latter uses 12- 
digit friend codes, sorry). Still, World at War 
looks better than expected on the Wii, and it 
should be a good time for owners of the system 
hoping for more choice shooters. 


TIPS ON GETTING YOUR 

LETTER PUBLISHED 

How can | maximize my chances of having my let- 
ter published in GamePro? 

Brandon- Via Internet 


Congratulations! You just did. And a great ques- 
tion. Here are some tips for any aspiring letter- 
writers: Have something original to say. That 
could be an idea, an interesting question (like 
yours), or a counterargument to a GamePro ar- 
ticle, or hate mail. You don't have to butter us 
up to get published (i.e. you can skip the "you're 
so great" stuff, although it does inflate our ego). 
And remember: we don't make the games, we 
just cover 'em. Now get to it! 


£. Retro Reviews 


THE LEGEND OF ZELDA: 
THE MINISH CAP 

(Game Boy Advance) 

„ Small is the new big. 

From GamePro, January 2005 
Minish Cap looks, sounds, and plays like any of the 
8-bit Zelda classics. The visuals are generally pris- 
tine, supplemented nicely by some massive boss 
creatures and imaginative, over-sized depictions 
of everyday objects in the diminutive “Minish” 
world. This handheld game is a great addition to 
the series. You've got to tip your cap to Nintendo. 


Fun Factor: ek 


RESIDENT EVIL 4 
(GameCube) 
1 told you enhanced remakes were awesome 
From GamePro, March 2005 
=. This Evil's biggest strength is its as- 
tounding visuals. The superlative 
“this is the best-looking game in the 
series” has been thrown around all 
too often before, but these / 
graphics have to be seen to d 
be believed. Eye-popping lighting effects 
illuminate every room, and there's de- Д 
tail to spare as smoke trails from can- 
dle flames, dust is kicked into the 
air by moving characters, and mov- 
able objects blend perfectly into 
the surroundings. This Resident 
Evil — RE4—is an excellent oppor- 
tunity to get scared for the first 
time—all over again. 


ART ATTACK! 


This month's winner 
receives 


Send us your art! 
GamePro magazine * Art Attack 

501 Second Street, Suite 114 

San Francisco, CA 94107-1431 
artattack@gamepro.com 


WRITE TO Us: 

Got a question or comment? Write to us with 
your name and town via e-mail: letters@ 
gamepro.com or GamePro, Head2Head, 501 
2nd St., Ste. 114, San Francisco, CA 94107 (Be 
sure to tell us your city and state, too.) The 
best letters will be rewarded with publishing 
bragging rights in future issues of GamePro. 


CONNECT ONLINE: 
Go online, follow your favorite games and sys- 
tems, and sound off on breaking stories. 


GamePro.com 

Breaking, extensive, and media- 
rich coverage of the biggest 
and freshest games. Check out 
the forums, too—they're the 
Internet's best-kept secret! 


Games.net 
Aggregate gaming hub for re- | 
games views, original features, and | 
up-to-the-second blog posts. | 
SlobsOfGaming.com | 
Full of unhealthily obsessive fea- 
tures, gaming culture, and over- 
enthusiastic gaming detritus. | 


вайн. or One of the hottest sites in the | 


OMGHalo.com 
24/7 coverage of all things Halo. 
All hail Master Chief! 


Dance Dance 
Revolution Hottest 
Party 2 (Wii) by 
Konami 


Demon Dog 
of Timbo, AR 


АН art becomes the property of GamePro magazine. Sorry, we cannot return artwork, We will accept color photocopies or digital scans. 
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Next Month: 


Killzone 2 


Sony's First Big Game of 2009! 
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Make time for life’s important decisions. 


Battle of the Jessica’s 


Which is hotter? 


Who would you want to win in a fight? | | Which Next Gen title do you choose? 
| Pitbull vs. Vick | Battle of Next Gen Video Games 


www.SucksorRules.com 


SUCKS 


LA, ORAN 


RULES 


www.SucksOrRules.com 


MISCHIEF MANAGED. 


HARRY POTTER AND THE HALF-BLOOD PRINCE 


PS3, Хвох 360, Wii, PS2, PSP, DS, PC 

Coming summer 2009 on all available gaming platforms, and to coincide with the film’s release of the same name, Harry Potter 
and the Half-Blood Prince takes players beyond Hogwarts School of Witchcraft and Wizardry and gives them complete free- 
dom to roam the school grounds as they please. Use familiar magical powers such as “Wingardium Leviosa” to hover objects 
in the air, “Incendio” to conjure fire, and “Reparo” to mend broken objects. Harry Potter and the Half-Blood Prince is the sixth 
installment in the series and explores Lord Voldemort’s past while continuing to follow an adolescent Harry Potter as he pre- 
pares for the final battle against Voldemort amidst romantic relationships and the shocking death of a main character. 
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PLUNDER I KEL WITH MILLIONS OF OTHER ADVENTURERS 
IN THE NEWEST MAPLESTORY EXPANSION. 


GET YOUR FREE COLLECTOR'S GAME DISC’ AND VIRTUAL PRIZE CODES ON LIMITED EDITION 
NEXON SLURPEE CUPS AT PARTICIPATING 7-ELEVEN STORES. VISIT SLURPEE.NEXON.NET FOR DETAILS. 
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DOWNLOAD FREE AT MAPLESTORY.NEXON.NET E NEXON 


"GAME DISC IS FREE WITH THE PURCHASE OF A 22 02 SLURPEE OR LARGER AT PARTICIPATING 7-ELEVEN STORES WHILE SUPPLIES LAST. 
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